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DlarieXms 5 COMPETITION PRIZES!! 

Games, Colour Telly, Micradrives, a Weekend Away, l-Shirts etc . . . 

LLOYD M AH GRAM'S LOOKBACK 

POKES EXTRAVAGANZA! 

Rob Candy goes bananas 

^ GARGOYLE GAMES 

^^V/ We talk to the men behind the heroes. 

HEWSON'S SPHINX 

An astonishing new game revealed! 
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Your driving skills will be driven to 
the limit in this simulation of the 
hit T*V. series. Just you and a car 
named "KI TT" - the ultimate 

driving team! 




Warrior robots in disguise* 
Earth has been invaded by 
powerful robots from the 
planet Cybertron. 
Transform into the role of the 
heroic autobots (Jazz, Hound, 
Mirage and Optimus Prime) in 
their deadly battle with the evil 
deceptions, 
TRANSFORMERS - More 
than meets 

the eye! K^\t 
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Ocean House 6 Central Street ■ Manchester M2 
Ocean Software is available from selected branches of: j§0> ) WH SMITH F JfBITBBBH WfMMlMMIIlf I 
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office smasn nirs yc 
screen with all the high-ene 
drama that only Rambo can 
create. Take the role of 
Sylvester Stallone in the 
^1^^ explosive all-action 

battle scenes. 



Become the hunter and 
the hunted in this 
breathtaking simulation 
of the famous film and 
TV series with 
Hyper-thrust feature, 
helicopter attacks and 
daring rescue attempts 
that only the man and 
machine combination of 
Street Hawk can survive, 
ft Don't miss it - 

burn tread on 
8 K the streets! 
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5NS ■ Telephone 061-832 6633 Telex 669977 
ASK YS.Rumbelows, Greens. Spectrum Shops and all good software dealers. Trade enquiries welcome. 



We thought it was 
about time we put you 

in the picture. " 



When we introduced our AMX Mouse to mfcnMJsers, tie 
response v^s phenoir^enat, 
And no wonder! 

Hated bythepressas'probabfythe best input device that has 
arrived recently', the AMX Mouse brings to Spectrum 48K users, the 
same sophisticated, positive control that has, irti now, been the 
province of mote expensive computers - like the Macintosh. 

The fantastic AMX Mouse Package opens up an entirely new and 
exiting world to Spectrum users and comes complete with Mouse r 
interface, which ateo includes a Centronics printer interlace, and all 
these fabulous programs. , t M „ AT _ 

AMX ART 

The computer aided t drawing program has to be seen to be 
be&eved. Making full use of on-screen windw/s, icons, pulklovn 
menus and porters, youl be astonished at the quality of the work you 
can produce P save and print using either ZX or Epson compatible 
printers, rt's a program ideal for bolti hours Cfff^iyfm or for ser^ 
professiorial^pfi^tions. 

AMX COLOUR PALETTE 

The wonderful pictures you create with AMX ART can be brought 
vividly to life with rich vibrant colours - using AMX COUDUR PALETTE. 
And with S Rxegromd and 8 Background a*xire 

of inspiration. 

AMX CONTROL 
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Ncwvyou can create a 'Mouse environment' in your 
wn programs, AMX Control adds 28 commands to 
normal Sinclair Basic and contains three programs. 

1 . The machine code program to extend the Basic nterpreterr which 
gives ^Mtse of whctow T b3ns r pJ down menus, pointers and 
also support AMX printer interlace. 

2. An Icon designer, an hdfviduaJ program for creating* and storing icons 
for use k\ your own programs. The number and vai^ of fc^ 

can create is limited only by your needs and imagination, 

3. A demonstration program containing on screen calculator and 
puzzle, 

This fabulous AMX Mouse Package costs only £69,95, a price as 
remarkatte as the package itself and if includes a fully ftjstrated 
operating manual. 



The software is suppied on cassette and a tape-ft> 
microdrtve transfer fedity is included. The AMX Mouse 
package is compatible with the Spectrum 48Kand 
Spectrum + + 

Ordering couldn't be easier. 
The superb package is avaia He from al good computer dealers 
or direct usihg the ffBepbst order form beftm 
So what are you waiting for? 
Get into the picture now! 
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AMX MOUSE SPECTRUM 48K PACKAGED 
AT £69,96 EACH WCL VAT AND P St R 
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IMAGINATION AT YOUR FINGERTIPS 

SEND TO: ADWNCED MEMORY SYSTEMS LIMITED, 
FREEPOST, WARRINGTON WA4 1BR. 
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THIRTEEN MA Y BE UNLOCK Y FOB 
SOME 

But there's going to bo lots and lots of winners in 
our Christmas Competitions this year. Can you 
afford the chance to pick up so many free 

goodies? 

44 S WORDS A AID SWORCERY 

Welt Swords and Sorcery realty. Win a Dragon s 
La it laser disk video machine 

46 THE OCEAN EXTRAVAGANZA 

Ocean Goodie bags and bags of games up (or 

grabs 

69 WtN A SYNTHESISER 

In Micf o Musical's MIDI competition 

82t 83 WIN THE COMPLETE WORKS — 
TWO CHANCES 

Melbourne House sponsor a couple of caption 
comps (or Rock 'n Wrestle and Fighting Warrior 

96 YABBA DABBA DOO 

A colour telly and three VTXSOOOs up for grabs in 
the Fred Flintstone Comp 

10 f A DATE FOR YOUR DIARY 

Or a diary for your dates 50 Letts computer 
diaries to be won, with educational software as 
top prize 

122 EEK! A SCARY ONE 

Fifty T Shirts lor fifty runners up and a weekend in 

London forthe winner in Domark's Friday the 13th 

Comp 

125 THE ULTIMATE FIGHTING MACHINE 

You've got to design it in Martech's Zoid 
1 Challenge 

128 BallblazBr cassettes to he won r 
apart from the VTXSQQQs, that is 

1 34 CREAM OF THE CROP 

US Gold have n couple of Microdrive and Interface 
1 packs up for grabs. 50 Impossible Missions, too 

136 ONE FOR THE OUFANS 

Your comp minion secures an Oli Original to give 
away And the winner can collect it from Ludlow 
and have a day out at CRASH Towers 

1 56 THE SINCLAIR STORY 

Duckworths, the publishers, are giving away 
copies of their biography of Sir Clive Sinclair 

* 72 HEWSQN's EXTRA VAGAN2A 

Play Programmer's Photo fit and win Hewson's 
Goodiebags. Worth lots of money, they are 




FEATURES 
70 LOOKBACK 

Lloyd Mangram peers into his backward- looking 
Crystal Ball and revisits the games of 1985 

88 GOING GA GARGOYLE 

A t r i p t o t he D ud le y la ir of Garg o y le ga m es re veu Is 
the secrets behind the men who brought you TVt 
NA NOG, DUN DARACH and MAR SPORT 

126 THE HUMAN TOUCH 

A Little Christmas Diversion a short story by 

Wilt Prigmore 

14 1 THE CRASH READERS' AWARDS 
Your chance to have your say about what went on 
in 1985 

1 74 AT THE CONSULTANTS 

Hew son Consultants, that it. Roger Kean (for it is 
be) learns a few secrets of the future 

188 ON THE COVER 

Another treat. Lots and lots of background on Oli 
Frey, our very own Airbrush Maestro 



REGULARS 

49 CRASH FORUM 

Once again Lloyd picks over your letters For the 
festive season, he's arranged a Bug Box Special 

1 03 CANDYRAMA — PLA YING TIPS 
PART ONE 

A veritable compendium of POKES, tots of tips 
and a map of Starquake 

I 14 CRASH HOTLINE AND ADVENTURE 
CHART 

117 PLA YING TIPS PART TWO 
Is there no stopping the lad? 

139 LLOYD MANGBAM'S HALL OF 
SLIME 

Christmas Creepy Crawly High Score types air 
thek egos 

14 7 TECH NICHE 

Fast Storage roundup: The Plastic Policeman; Art 
Studio and more 

157 RESULTS 

A selection of lucky winners get their names in 
print and prizes in the post 

161 ADVENTURE TRAIL 

Derek Brewster's thrown into a dungeon in 
Swords and Sorcery, and visits a whole host ol 
strange places 

169 SIGNPOST 

Including Signstumps. tips tor adventurers in 
difficulties as well as another Superhero ami 
fetters 

ISO FRONTLINE 

Mr Masterson's Strategy Shop 



^ The 23rd January is the first date in 1986 
1 not to miss. February CRASH is in the 

* 4 shops, that's why! 
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SPECTRUM 48K 
AMSTRAD 464 




FESTIVE 
FELICITATIONS 

Ho Hum, Another eventful year 
comes to an end and the onfy 
polite thing to do is thank alt the 
people ana organisations 
whose efforts made 1985 fun 
and successful. Ta, 

CRASH Towers started the 
year with what seemed like an 
endless supply of empty 
dungeons ana corridors in 
which half a dozen people 
rattled around like pees in an 
empty supertanker The spiders 
had room to breathe — but little 
to eat. 

Now, twelve months later, we 
share our pitifully small offices 
with mountains of binders, the 
ZZAP! crew (whose arrival wfth 
a van load of chattels and mess 
from Yeovil dramatically 
reduced our Lebensraum) end 
iots of new mem bers of staff. It's 
difficult to avoid tripping over 
people, nowadays, as CRASH 
Towers is bursting at the seams 
with minions, reviewers, 
writers, go p hers, gophers r s 
ocphers. art persons, editors, 
NEC's, Apricots, Commodores 
end Amstrads. And the spiders 
pre growing fat on the scraps of 
hurried office lunches. 

Soon we will be wading 
through your Readers' Awards 
forms, and collating the results. 
On a lighter note, let's proceed 
with the CRASH Writer's 
Awards: 




Oliver Frey — an award for 
remaining in the Art Garret of 
the Towers, painting covers with 
stinky inks with little regard for 
h is health , sanity and 
complexion. AN 
UNCLOGGABLE AIRBRUSH 
Franco Frey — for ploughing his 
way through endless reams of 
technobabble to render the 
incompreh ensi ble, 
comprehensible. And for ruling 
the Mail Order department with 
e rod of . . . well with a firm 
hand. A SELF-SIGNING 
GOLDEN CHEQUEBOOK. 
David Western — for liaising 
with advertisers beyond the call 
of final deadlines, and for 
convincing our printers that we 
may be a day late but are still 
nice fellows. A SELF FILLING, 
BOTTOMLESS TEA MUG. 
Jeremy Spencer — for Editing 
Software, introducing us to 
Amstrads, wittering on 
endlessly about Amstrads, and 
then deserting to AMTIXI {and 
continuing to witter on about 
"Straddles^) A FRIENDLY POKE 
IN THE EYE WFTH A WET 
SPONGE while he witters on 
about Amstrads 
John Minson — for scampering 
round the streets of London, 
attending launches end getting 
lots of freebie booze and grub 
down his neck before writing 
news items. A NICE, SOBER, 
PLAIN WHITE VanHeusen 
SHIRT 

Gary Liddon — for deserting 
Do mark, leaving them tea less, 
and coming to CRASH Towers 
and leaving us tea less while he 
covers the office in breakfast 
breadcrumbs, AN INEDIBLE 
RUBBER SANDWICH 
Roger Keen — for running off to 
ZZAP I and becoming a 
Publishing Executive. SECOND 
GO AT THE WET SPONGE 
Robin Candy — for spoiling the 
fun of people who can't bear not 
to read his pages, and for 
covering the office in Crisp 



INDEX TO GAMES REVIEWED IN THIS ISSUE 



Austerlrtz Loth lo r Sen 1 80 

Beach Head II US Gold 13 

Chimera Firebird 40 

Commando Elite 130 

Endurance CRL 14 
The EvK Cmwn Mind Games 

(Argus) 181 
Geoff Capes Strongman 

Martech 42 

Gladiator Domark 21 
International Karate 

System 3 22 

Ludoids Bug Byte 168 

Pa nzad ro me Ariola 1 3 
Quest for the Holy Grail 

Mastertronic 168 



Robin of the Wood Od i n 10 
Robot Messiah Alphabatim 16 

Rockman Mastertronic 15 

Holler Coaster Elite 32 

Saboteur Durel I 30 

Screenp lay M acMi I Ian 36 
Seas of Blood Fighting 

Fantasy 164 
Shadow of the Unicorn 

Mi km Gen 164 

Souls of Da rkon Ta skset 1 66 

Spellbound Mastertronic 26 

Swords and Sorcery PSS 162 
Sweevo's World Gargoyle 23 

Veetron Insight 36 



Packets (empty). THE OLD 
PLAYING TIPS LOGO FOR ALL 
TIME 

Auntie Aggie — for wearing her 
fingers to the bone as she sends 
off all your goodies while 
entertaining telepti one callers, A 
GOLDEN JIFFY BAG 
Dennis, the Subscription Queen 
— for appearing in the gossip 
column of the industry 
newspaper, Com&ut&r Trade 
Weekly. A PAGE THREE 
APPEARANCE IN 'COOKS AND 
COOKERY 1 

The Competition Minion — for 

pestering people to stump up 

Knzes, setting competitions and 
iding in the broom cupboard. A 
ROUND OF DRINKS AT THE 
FROG AND LILYPAD (he pays) 
Lloyd Mangram — for 
ass Ed uo sly (LM'LWD) declining 
to be photographed, continually 
demanding more money and 
less work despite immense 
royalties earned on his 
dictionary, and for fighting off all 
the bugs in Bug Box. A BOTTLE 
OF HERMES CLEANING FLUID 
Graeme Kidd — as nominated 
by the other inhabitant* of the 
Towers — for frightening us at I 
by shaving his head, wearfng 
big shiny red Doc Martens and 
drinking too much Old 
Flatulence Bitter. A GREEN 
MOHICAN WIG 
Messrs Penn end Rignall from 
ZZAPI — for mess-making 



beyond the call of duty, and 
changing the air in CRASH 
Towers to a subtle shade of blue. 
A TANKER FULL OF STYLING 
MOUSSE (three week's supply) 
Ben Stone — for being a trendy 
London wide-boy who feels 
undressed without at least a 
Pringle Jumper, Nike shoes and 
stonewash jeans. ATESCO 
TEAR AW AY ROMPER SUIT 
Sally Newman, Mail Order 
Dragon — for nagging everyone 
beyond the call of duty A BOX 
OF FIRELIGHTERS TO GET 
STARTED ON COLD WINTER 
MORNINGS 
De Grays, purveyors of 
sandwiches and sweetmeats to 
the Ludlow cognoscenti 
(LMLWD again), and to Gary 
Liddon — A REQUEST, Could 
you bar Gary Liddon? Pretty 
Please? 

And finally, to Poddy, Mr 
Spencer s Dog — for keeping the 
office plant well watered, A BITE 
OUT OF MR LIDDON (And serve 
them both right, too) 

And on that fine note, all that's 
left to do is wish all our readers, 
advertisers, printers, 
distributors, newsagents, 
typesetters, as well as software 
houses A HAPPY CHRISTMAS. 

End of public service 
announcement. It's time to start 
work on the February issue. See 
youthen . . , 
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Advance Memory Systems 4 
Adventure International 1 67 
Alliaata 95 
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CCS 181 
CRASH Back Nu mbers 1 76 
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CRASH - SINCLAIR USER 



In the August issue of CRASH Magazine we printed a 
section which was intended as a spoof of Sinclair 

User. 

We acknowledge that the contents of this section 
contained wholly unjustified allegations and 
inferences which adversely reflected on the integrity 
of Sinclair User and certain members of its editorial 

staff, 

We wish unreservedly to apologise to Sinclair User, its 
publishers and editorial staff who we know from 
continued contact to be knowledgeable and 
professional journalists and highly respected in the 
home computer industry. We consider that Sinclair 
User is a magazine of the highest quality. We regret 
having given any indication to the contrary. We also 
fully accept that its dealings with the software 
industry should never have been called into 

question. 

Finally, through our discussions with Sinclair User's 
publishers, we can state without hesitation that both 
of our magazines wish to put our differences behind 
us and continue in friendly competition to serve the 
Sinclair computer market. 

NEWS FIELD 
GRAEME KIDD 




Ocean Software a available from selected branches of: 
WOOtMOftTH WHSM1TH ; 

ffiBBTCfgg USftYS.Rumbelows. CO***T 

Spectnm Shops and all good software dealers. 
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ROBIN 
OF THE 
WOOD 

Producer: Odin 
Computer Graphics 

Retail price: £9.95 
Language: machine code 
Author: Odin team 



From a time outside history, 
before the language of the 
English was ever written down, 
there come to us stories and 
legends of heroes and valiant 
folk. One such story tells of 
Robin, son of Aleric, keeper of 
the Arrow, This silver arrow was 
a symbol of freedom and peace 
to the Saxon nation and it came 
into the Sheriff of Nottingham's 
possession after he arranged for 
Alerics death, The arrow meant 
nothing to the Sheriff, and the 
years passed as the Normans 
continued to rob and exploit the 
Saxons, 

Many years later, Ale He's son, 
Robin, became a thorn in the 
Sheriff's side. He had grown up 
and become the hero of the 
Saxon race, creating havoc by 
robbing the rich and giving to 
the poor. Realising the value of 
the Silver Arrow to the Saxons, 
the Sheriff announo&d that it 
would be the prize m an archery 
contest. Knowing that Robin 
would not be able to resist the 
challenge, the Sheriff sent his 
Norman knights out into the 
wood to hunt for Robin. 

tt is the day of the archery 
contest and you P^V the part of 
Robin. It is your mission to 
recover the arrow. The Shaft of 
Power, for the SSKOn nation. 
Before making your way to the 
Sheriffs castle to enter the 
contest, you must first complete 
several other tasks in the forest. 
The old wise Ent (remember 
them from Lord of the Rings?) 
has in his keeping your bow, 
your sword and three magical 
arrows, In order to get these you 
must give the Ent three bags of 
pold for each weapon. The gold 
is in the possession of the Evil 
Bishop of Peterborough, who 
has an escort of crossbow- 
wielding Normans: some nifty 
fighting is needed before he can 
be robbed. 

There are three areas in the 
game: the forest, the castle 
dungeons and the castle itself. 
The forest if a maze of teefy 
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Just when he was doing so weiit Hemmed in by two nasty 
Normans, Robin i$ about to be banished r o The cast lm 
dungeons by the nasty Sherrif who's just appeared* Robin's 
collected three flowers, a quiver futi of arrows, two extra 
lives and a key. So he shouldn 't hawe too much trouble 
escaping from the dungeon 



glades and tree-lined pathways 
through which the animated 
figure of Robin runs. Objects, 
including extra lives, flowers 
and arrows are scattered round 
the forest floor. AH Robin has to 
do to pick them is is move over 



them and squat down. Apart 
from the marauding Norman 
soldiers who have orders to 
shoot on sight, and do their best 
to inflict wounds, there are other 
characters in the wood who will 
help or hinder you. While trav- 



elling to the castle you will 
encounter witches r who materi- 
alise from time to time. A witch 
will send you to the castle 
dungeon unless she's given the 
right amount of flowers. On the 
other hand, if a witch is given 
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flowers, she may help by trans- 
porting Robin to another loca- 
tion. A visit to the hermit doctor 
will pay dividends if you have 
bean injured — but he isn't too 
nroe if you're carrying weapons 

Boars run loose in the forest, 
and contact with a tusked terror 
leads to injuries. Occasionally 
you cross the path of the Sheriff 
of Nottingham, who has you 
imprisoned in his dungeons if he 
spots you. It Es possible to es- 
cape from the dungeons, but not 
without a key! 

Once you have got all the 



weapons and got into the castle 
you are able to enter the tourn- 
ament and have a chance of 
winning the arrow. The three 
magical arrows purchased from 
the Ent will safeguard you 
against being recognised by the 
Sheriff, but once you have fired 
the last magic arrow you will be 
spotted, and must escape before 
getting caught. 

Throughout the game your 
status is displayed at the bottom 
of the screen, together with the 
objects carried, Robin's health is 
represented by a pair of antlers 




A forest sc&ne, with Robin miring after having jo* t done a 
Norman to thath — the /iff io hive helmet's ait that's teft . . 



which change colour according 
to his energy level r Naturally, if 
Robin '5 wounds become too 
severe, he dies, end care must 
be taken as you only have one 
life at the start of the game, 

Just below the antlers the 
objects carried and extra lives 
obtained are displayed. Robin 
begins the game with a quarter 
staff, which is perfectly ade- 
quate for despatching the Nor- 
mans, but will only work in hand 
to hand combat. Other weapons 
can be used against the foe, and 
will come into action as appro- 
priate, once you have bought 
them from the Errt, 



CRITICISM 



• 'Odin's first release, Nodes of 
Yesod, was quite unexpected 
and proved to be an excellent 
game. Could they keep up the 
Standards set by their previous 

Rame and produce the goods in 
obin of the Wood? Thankfully, 
the answer is yes! Graphically 
this game is excellent, and the 
attention to detail is evident 
throughout, The programmers 
are obviously perfectionists, 
The high standard of the grap- 
hics has not been at the expense 
of colour: there are lew attri- 
bute problems. Some cynics 
may say that the game looks 
like a Sabre Wulf variant, but it 
is much more Involved, and 
character interaction plays an 
important part in Robin of the 
Wood The animation is very 
well done — just watch Robin 
use his bow or attack a Norman 



wrth his try sty sword! The 
gamp makers quite a fun beat em 
Up! Flo bio of the Wood is defin- 
itely another hit from the Odin 
stable. I can't wart for The Arc of 
Yesod/ 

• F f veryone at CRASH Towers 
was eagerly awaiting Robin of 
the Wood. Then the finished 
copy arrived and was loaded up. 
'Wowl What colour* i thought as 
Robin materialised on the 
screen. When everyone else had 
had their go, I finally got my 
hands on it Robin's a great little 
character in the way he plods 
around the forest After a few 
plays / realized that there was 
more behind the forest than first 
meets the eye. And its a very 
cohurfui one — even with red 
and blue trees. You get a taste of 
the aggro to come when you go 
around hitting everyone in sight 
with your staff — which is great 
fun, After a while you get to hate 
witches. Every time f came 
across one f had no flowers and 
She she nicked my money bags. 
The Bishop and other characters 
are fantastically animated and 
when you get into the castle the 
colour used is amazing. This 
game is one of the most addic- 
tive I've played and I would 
recommend it to anyone. f 

•Though first impressions lead 
you believe Robin of the Wood is 
yet another Sabre Wulf el one, 
upon closer inspection rt soon 
becomes apparent that a lot 
more thought and ingenuity has 
gone into rts creation. The gra- 
phics are impeccable, animation 
nally superior to nearfy every 
other release on the Spectrum. 
The statics are very good too, 
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giving a really woody atmos- 

Rhere with realistically drawn 
ora and fauna. I thought the red 
boars were great, scuffling real- 
istically across the screen. This 
is certainly a great step forward 
for Odin — rt's even better than 
the excellent Nodes of Yesod* 



COMMENTS 



Control keys; definable 
Joystick: Kempston, Prolfik and 
Cursor types, interface 2 
Keyboard ploy: very responsive 
Use of colour: excellent variety, 
with few attribute problems 
Graphics; beautifully done, 
detailed end well executed 
Sound: some recognisable 
speech plus a nice tune at the 
start of the game 
Skill levels: 1 
Screens: 33 Q 

General rating: an excellent 
game that should appeal to 
everyone 

Use of computer 89% 
Graphics 95% 
Playabilrty 96% 
Getting started 88% 
Addictive qualities 94% 
Value for money 90% 
Overall 94% 
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BEACH 
HEAD II 

Producer: US Gold 

Retail price: £7,95 
Language: machine code 
Author: Platinum 
Productions 



After his numerous defeats in 
the pacific during World War II, 
the Allies' enemy/The Dragon' 
has set himself up as an evil 
dictator commanding a squad- 
ron Of Crack troops who worship 
him as a Demigod. The man is a 
lunatic and a megalomaniac — 
something has to be done, Stry- 
ker, the Allies' most competent 
Commander leads an attack 
upon the crazed power mon- 
gers stronghold. To defeat him, 
a number of defences must be 
overcome so the evil warlord 
can be killed. 

In the interests of variety r you 
can take on the role of either the 
Allies or the Dictator when play- 
ing a one-player game, or can 
battle it out in a two-player 
contest. 

On the first screen, Allied 
troops have to be airdropped 
into the warzone from a heli- 
copter. Fire drops a soldier r but if 
the helicopter's too low to allow 
the chute to open in time you get 
people burger all over the ter- 
rain. On landing, the soldiers 
make a dash for the nearest wall 
trying to avoid fire from a 
machine gun manned by one of 
the Dragon's stooges. The 
machine gunner is hampered by 
the fact that it takes time for him 
to react and turn the gun to point 
at the helpless troops. Once all 
the men are safely hiding behind 
the walls at the top they have to 
make their way to the bottom of 
the screen, avoiding the manic 
machine gunner's eagle eye. 

The edges of the walls flash in 
a cycle along the length of the 
line. Pressing fire brings a man 
out, and he's controlled by the 
joystick as he runs down to the 
next section of wall. From the 
third wall nearest the gun 
emplacement, the troops have 
to be manoeuvered to the bot- 
tom of the screen. The control 
method is the same, except 
pressing fire when control If ng a 
man allows a grenade to be 
lobbed in the hope of totalling 
the pill boa. Pressing fire twice 
when you select a wafl sends 
down a computer controlled 
soldier — handy if a decoy is 
needed to draw fire. 

On the second screen* host- 
ages must be protected as they 
run the gauntlet against the 
Dragon's troops. Running short 
of ammo the enemy are despe- 
rate and throw just about any- 
thing at the fleeing captives. The 
al I ies have captu red a gun th at is 
used against the four different 
hazards that the escaping pris- 
oner can easily fall foul of: a 



soldier drops stones from the 
to p of the wa 1 1 the hostages have 
to walk beneath; a tank trundles 
on from the right and will hap- 
pily squash anyone in its path; 
an armoured car drives from the 
left, firing a small calibre mach- 
ine gun mounted inside and 
finally, enemy soldiers dump 
mines, popping out of trap 
doors to lay them. All these 
obstacles can be shot up, but 
accurate shooting is needed. If 
you shoot a hostage by mistake 
he doesn't g at wou nded, but j u st 
pauses for a while before mov- 
ing on. 

The penultimate scene is your 
chance to ferry the hostages to 
safety in four helicopters that fly 



you can play the game — no 
shortage of options here. The 
graphics, though a bit crude, 
work quite well. The end seq- 
uence is ridiculously easy once 
you've figured that your oppo- 
nent won't move till you do. If 
ou liked Beach Head then you'll 
like Beach -Head II. 



f 
li 



• 'Another sizzling American 
game hits the Spectrum, the 
only trouble is that American 
games and Spectrums don't 
seem to mix very w&lL Quite a 
lot of the games which have 
made their way across the Atl- 
antic (usually CBM 64) have 
fabulous graphics and sound 
which mask a pretty boring 




over a vertically scrolling land- 
scape. Tanks and lookout posts 
placed upon the terrain at inc- 
onvenient locations hurl shells 
at the helicopters, making life 
tricky for the pilot. The difficulty 
of the terrain is decided by the 
Dragon before the section starts, 
Once the four helicopters are 
through, Commander Stryker 
finally gets to meet his arch 
enemy; the Dragon, in mortal 
combat. 

The two opponents stand 
opposite each other on parallel 
platforms on either side of a 
river. The idea is to hit the other 
man with poonta sticks until he 
Fa Us into the water. Poontas are 
small j sharp pointed sticks, 
made especially for throwing. 
Each time a combatant rt hit 
three times, he takes a topple 
and there are five rounds to be 
battled out before the contest is 
decided, 



CRITICISM 



• TrVargames aren't re*IIy my 
cup of tea to be honest — I'm 
not One for mindless violence 
Looking at Bench- Head as only a 
game, it's not that bad — an 
awful lot Off program has been 
squeezed into a 48K Spectrum 
for just one load. The only 
trouble is that it's a bit easy to 
complete and once completed 
the only incentive to play again 
is too get a high score. The twt 
player game is quite fun, how- 
ever, and there are lots of ways 



game — Beach Head IE is one 
such game. On the Commodore 
it was great with its speech, 
amazing animation and smooth 

iir&phics, but these have been 
ost in the transition from 64 to 
Spectrum leaving a pretty sim- 
ple and boring game, If gunning 
down loads of men really is your 
cup o'tea then fine, take a look at 
this. If its not then try something 
& little more inte/fectuafly 
stimulating** 

• At last! US Gold kept us 
waiting for more than a year for 

PANZA- 
DROME 

Producer: Ariolasoft 
Retail price: £7,95 
Language: machine code 
Author: Ram Jam 
Corporation 



The Panzadrome is an island 
inhabited by robot tanks of 
varying leva's of vi clous ness. 
The mission that's been foisted 
upon you is to destroy the 
Panzadrome, Each tank is re- 
motely control fed from a central 
computer, from which it gets its 
power. This centra) computer is 
powered by a geothermal based 
energy source. Plasma vents are 
a central part of the power grid, 

CRASH 




the follow-up to their Mega- 
Seller Beach Head. Its well 
worth the wait, though. Fuljt 
screens, each in its own right a 
separate arcade game F make 
this much better than the last. I 
suppose most people will buy it 
because of the original, but as rt 
stands it's a great game. The 
graphics in all stages are good, 
as is the payability, (My pers- 
onal favourite of the four is 
Screen Three.) You really get 
your money's worth, give the 
variation in the game, so I sup- 
pose Beach Head if w i 1 1 be found 
in Christmas stockings up and 
down the land.' 



COMMENTS 



Control keys: definable 
Joystick: Kempston, Interface 2, 
Cursor 

Keyboard play: responsive 
Use of colour: some attribute 
Clash, nothing remarkable 
Graphics: some good animation 
Sound: a tune, and some effects 
Skill levels: 3 
Screens" four 

General rating: A lot of options 
crammed into one game; some 
may find the gameplay weak 



Use of computer 85 % 

Graphics 79% 

Payability 81% 

Getting started 75% 

Addictive qualities 75% 

Value for money 7 1 % 

Overall 74% 

end they have to be destroyed in 
or de r to k n ock o ut t he compu te r . 
The computer is well aware of 
this weakness, and wherever 
you find a vent there is also a 
very hefty guardian force as 
well. Apart from the tanks, you 
have to reckon with heavily 
armed gun emplacements, 
whfch spit death at any un- 
known passer by. You are un 
known, so beware. 

When you start, the tank that's 
allocated to you can't really be 
described as top notch. In fact 
it's positively sub standard,, with 
a one-shot turret and stone 
wheelsl Fortunately, factory 
depots are scattered around the 
island, each specialising in a 
different type of tank compon- 
ent. Originally placed there to 
make and repair the robotanks. 
it's possible for you to sneak in 
and collect whatever weapon 
system a factory makes. 

Though the robot part stores 
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are not wise to your little suicide 
mission, and merrily upgrade 
your tank, the computer run 
tanks are weh aware, and will do 
their best to blow you away. 
Three different types of weapon 
are available to you, though only 
one is supplied when you power 
up — a single shot turret can- 
non. Mortars and mines ere 
definitely worth having, but they 
have to be collected from the 
appropriate factory. 

A PolycreteTH moduFe is well 
worth collecting. While it's poss- 
ible to avoid the fire from the 
enemy tanks by moving quickly, 
both their shelis and yours leave 
impassable craters in the gro- 
und ff they hit the deck. With 
tanks constantly taking potshots 



was a pleasant surprise. Wm 
pretty good fun just as a hack 
round and blast the tanks game, 
but you sewn realise that there's 
also a greater strategic depth 
within it I like the idea of the 
game a great deal but I do feel it 
could have been a bit mom 
competently eK^cuted. The 
movement of the tanks slows 
down horrendously once 
there's mure than a few of them 
on screen, making retaliation 
near impossible. The graphics 
are very pretty and are nicely 
presented, though the aptual 
tank sprite would not have 
suffered if it had been a bit 
larger. Psnzadrome shouFd ap- 
peal to quite a few people, 
though I found tt a brt dull after a 




at you it is quite easy to get 
permanently stuck between a 
couple of impassable craters, 
The poly crete module is like 
having Taylor Wood raw in the 
back of your tank. The P key lets 
forth a jet of a cement-like 
substance that fills in craters 
beautifully. 

The Panzadrome itself is a 64- 
screen island — each screen 
flicks to the next when the edge 
boundary is reached. A scanner, 
consisting of an eight by eight 
grid, helps you navigate by 
highlighting the screen you are 
currently occupying, A short 
range scanner covers the screen 
you re on, showing the tanks, 
which you can see, and the 
mines, which you can't. Also 
shown on the status screen is 
the state of repair of any equip- 
ment you may have. If your tank 
takes too much punishment you 
can lose the use of peripheral 
equipment Only one life is sup- 
plied, and if your shields run out 
a direct hit on your tank ends the 

Sjame. Status bars depict shield 
eveL plus other handy inform- 
ation tike stock counts on the 
amount of mortars and mines 
left in your possession, 

As you progress through the 
game and manage to total a few 
plasma vents, the enemy slowly 
gets aware of your designs, and 
the tanks and defences get more 
vicious still. 



CRITICISM 



m Tm not overkeen on mi Wary 
type games, but Pansadrome 



while because of It's sporadic 
slowness. Worth checking out 
though/ 

• 'Being temporartfy joystick* 
fess when I reviewed this one at 
home, I found this game more 
difficult than ft should have been 
because all the contra/ keys 
were in the same row — i 
thought software houses gave 
that years ego f I've not no major 
grouches about Panzadrome; 
essentia/fy tt's a good game but 
it's spoift a bit by a few things 
that woufdn % he difficult to alter. 
The graphics, with the exception 
of the rather too small tanks, are 
superlative, even casting shad- 
ows On the streets, The most 
aggravating aspect of the game, 
for rne r was getting stuck in a 
narrow street between two 
craters when I hadn't got any 
Polycrete Tin leaving me no 
option but to restart. Generally, 
a very good piece of software, 
but not quite good enough for 
me to rave over/ 

m 1 liked Panzadrome. It s not a 
classic game, but the graphics 
are interesting and the game- 
play is a bit different. You've got 
a large playing ares to explore, 
and plenty of things to shoot at 
(and avoid!. The tank graphics 
are perhaps a little crude, and 
things tend to slow down a bit 
when the screen's full, making 
your tank a bit sluggish when it 
come to responding to orders. 
At times the game is really 
wicked — ff you don't watch out 
it's easy to get trapped, and a fair 
bit of strategy is involved in 



playing successfully, Whan you 
get the top-of-the-range tank, 
though, all the effort is worth- 
while! 1 



COMMENTS 



Control keys: CAPS LOCK/2 
rotate left and right X/C 
forward s /backwards, V to fire 
Joystick: Kempston, Interface 2 
Keyboard play: some people 
will find the key layout awkward 
Use of colour: attractive 
scenario that's prettily 
presented 



ENDUR- 
ANCE 



Producer: CRL 
Retail price: £7.95 
Language: machine code 
Author: G Munday and B 
Wheelhouse 



Endurance allows you to partici- 
pate in Formula One motorbike 
racing without risk to life, limb or 
wallet, Avoiding any kind of arc- 
ade action, Endurance puts you 
in the position of team manager 
— rather like Football Manager 
of the racetracks really. 

The racing team in your 
charge consists of two bikes end 
four riders, and you have to 
juggle with a variety of variables 
while your try to make your 
team successful. Pitstop skills 
are well worth practising, as 
keeping the bikes in good order 
is as important as your riders' 
racing skills. In the pits you can 
swap riders or service a bike ... 
Several things can go wrong 
with a bike: brake pads can 
wear, tyres can burst, fuel can 
run out and engines go out of 
tune. 

You can choose to compete in 
individual races, or take them 



Graphics: blocky, but nicely 
detailed producing a good effect 
Sound; neat rendition of 
Beethoven's 9th at start but 
nearly non existent after that 
Skill levels: 1 
Screens: 64 

General rating; A very good idea 
that is let down a brt by the 
execution 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



65% 
80% 
72% 
75% 
78% 
69% 
77% 



together bs a world competition. 
When a rider wins, points are 
given to both the team and the 
rider as an individual. Four of the 
six races are fairly short, while 
two tracks are twenty four hour 
races, and take around an hour 
to complete in real time. 

Up to six players are allowed 
to take part in one game, and 
five skill leveis are available. Sel- 
ections are made with the joy- 
stick control ling a pointer, using 
fine to select options. There's a 
choice of riders and bikes, and 
once chosen they can be re- 
named to make things a bit more 
personal. Then chassis and bike 
specification of each vehicle 
needs to be set in the pits by a 
mechanic. The first thing to do is 
tune the engine. Below the bike 
are three bar graphs, one for 
safety, one for power and an 
other for miles per gallon. Using 
the arrow selector each rating 
can be boosted to fit your requ^ 
irements. Strategy comes into 
play here, as an increase in one 
factor causes a decease in the 
other two. 

The handling of the bike then 
has to be set in a similar manner, 
but this time the different factors 
are speed, safety and wear. Tyre 
selection allows soft, medium or 
hard compound tyres to be fitted 
to the back and front wheels. 
Lastly, the team member to ride 
first is chosen. 

Before a race the riders line up 
on the opposite side of the track 
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to their bikes, then the starter 
drops the flag and the riders leap 
onto their machines. Each lap is 
computer controlled and you 
see a view from the grandstand, 
watching the bikes whiz* past. 
After every lap the positions of 
the bikes in the race is updated. 
The main scoreboard displays 
the first six places, showing the 
leader and the distance each of 
the next five riders is behind 
him. Along a smeller board 
above the main track the num- 
bers of the first sixteen racers 
are shown. If any of the bikes on 
the course are having problems, 
then their numbers aire high- 
lighted in red. 

Instructions can be issued to 
your riders on the completion of 
every lap by pressing the 1 key. In 
all, there are three options: Go 
Go Go, Ride normally, and Take 
it easy. If the fuel on one of your 
bikes runs out or a fault gets too 
bad to cope with, then an auto- 
matic pit stop is called by the 
computer. 

When in the pits, you control a 
mechanic. By moving him along 
the body of the bike variou s opt- 
ions appear for the maintenance 
of the bike. The engine can be 
tuned, the wheels can be 
changed and the brakes can be 
repaired. These sections are 
operated in the same way as the 
start up screens, usinp histo- 
grams and pointers. Fuel can 
also be replenished and the 
riders can be changed — a 
rider's energy rating goes down, 
the longer he races. 

When the bike has been re- 
turned to spick and span con- 
dition it returns to the track. The 
time for your pitcall is displayed 
and if you spent too long in the 
pits, then you can opt to quit the 
race. 



CRITICISM 



• Though initially seeming 
very tedious, badly program- 
med and on the whole, totally 
inept, I found that this game hps 
b spark of addict ivity once I gave 
it a go. It really brings out an 
urge to win in me. 1 don't know 
why, but even with the peeping 
and parping sounds and abso- 
lutely prehistoric graphics. I 
actually enjoyed Endurance- 
Real bike fans will probably 
fin joy ttie game even more. I 
wouldn't recommend anyone to 
run out and buy a copy now, 
now, now — but it's definitely 
worth taking a look at/ 

• 'A game that a/lows me to 
strip a hike down without get- 
ting oil aff over me mum's kit- 
chen floor — great* The sound 
wou/d he ewfut, if there was 
enough to be noticed and the 
graphics ere poor end annoy ino- 
ty slow, especially when in the 
pits.Alf the seme, I found it diffi- 
cult to stop playing this strategy 
game. As an arcade game it's a 
non starter but treated as a strat- 
egy game with (he graphics and 



sound added to use up the spare 
memory, it's very addictive, flike 
it, end I'm gotng to piay it until I 
win! So there/ 

• Very much one for the sports 
management simulation fans — 
one of the best since football 
Manager, and in many ways it's 
really quite similar. The tension 
it creates is quite fabulous. 
During one game, a champion- 
ship, [was just 6 minutes from 
the end of the Le Mans 24 hour 
race when guess what? The 
puwer went off! I went nutty. 
The only thinp against this game 
is the graphics — they're terr- 
ible. I really enjoyed this one, afl 
the same. The Five skill levels, 
the wide range of tracks and the 
choice of championship or 
single races mean this game will 



ROCK 
MAN 

Producer: Mastertronic 

Retail price: £1.99 
Language: Machine Code 
Author ; Dean Carter, the 
smiling 



Rockman is an underevolved 
little Troglodyte whose main 
motivation in Ufe is food. Rock- 
man knows what he likes and his 
favourite food is Mushrooms in 
huge quantities. The mush- 
rooms proliferate throughout 
the network of caves that Rock- 
man lives in — a pretty idyllic 
lifestyle, all things considered, 
except for the smiling faces. 
Though of a joily grimace these 
vaugeiy intelligent spritettes 
spell death for Trog if they touch 
him. After all smiling faces have 
to eat too, and they don't like 
mushrooms so Traglidyteshave 
to do as munchies for the faces. 

Though he lives in the stone 
age, Rockman does possess 
some form of primitive tech- 
nology. He has a hammer. Bash- 
ing any of the rocks with his 
mallet causes it to instantly 
crumble or fall to the floor, 
depending on what was beneath 
it. If Troglidyte eats ail the Mush- 
rooms on one screen then he's 
instantly transported onto the 
next screen whom another feasl 
of mushrooms is laid before 
him, which he just has to eat. 

Rock man's on-screen antics 
are represented as a side on ZD 
view. With spritely vigou r he can 
run along, and drop off, the 
ledges of rocks that make up the 
maiorrty of the ma^e. Also 
making a part of the caves 
interior are the vertical red zoom 
tubes which allow him to scam- 
per up an down between levels. 
The mushrooms are large red 
fungi, and it's hard to see how 
Rockman fits them inside his 



lasts long time, If you liked Foot- 
befl Manager for the strategic 
elements, you'll love Endur- 
ance*' 



COMMENTS 



Control keys: definable 
Joystick: Kempston 
Keyboard play: no problems 
Use of colour : poor 
Graphics; simplistic to the point 
of crudity 

Sound: quite a lot but all very 

similar 

Skill levels: 5 

Screens: menus, the pits and 
grandstand view 
General rating: Though not 
stunning in anyway at all, it has 
a certain something 




Use of computer 39% 

Graphics 32% 

Payability 67% 

Getting started 69% 

Add icti ve q ual it i &s 74% 

Value for money 67% 

Overall 69% 




mouth — still, he gobbles them 
up as he runs over them. 

Also part of the scenery are 
the totally inert marble ledges. 
They don't do a lot and there's 
not a lot you can do to thenn. 
These are usually placed around 
as barriers or ledges. Another 
component of the caves are the 
inanimate skulls, sitting inno- 
cently until Rockman is foolish 
enough to hop onto one, where- 
upon it's a case of instant dis- 
missal. 

The blocks of rock in the cave 
crumble beneath a mighty blow 
from a prehistoric hammer, un- 
less the space below is empty. In 
which case the rock falls harm- 
lessly to the ne*t layer. The 
hammer works by pressing fire 
and if a block of rock is sitting in 
the direction Rockman is facing, 
hell give a mighty swing and 
bring the hammer down. If a 
smiling face is below a rock 
when it falls to the floor, Rock- 
man gets his revenge — it's 
splatted to oblivion Two smil- 
ing faces wander the caverns 
and if one is killed, another 
materialises to take its place. 
The faces roam semi randomly 
but they do have a slight tend- 
ency to follow Rockman, a factor 
that can be used to Rockman's 
advantage on the later screens 

CRASH 



when they have to be lured in 
the direction you went. 

Though some people like to 
rake time over their lunch, Rock- 
man doesn't, and actually needs 
to consume all the mushrooms 

S resent on a screen within a 
me limit. If he's a good boy and 
eats them all up, bonus points 
are awarded according to how 
much time is left. 

Upon starting s game you are 
asked for a password, or to press 
space. If you've previously com- 
pleted five screens then a pass- 
word will be known to you and 
it's possible to start from where 
you left off Fives lives are given 
tor Rockman to stuff himself 
silly, one being lost for every ill 
encounter with a cave nasty. Not 
eating lunch in the time given 
also incurs a nasty loss of life. Ho 
hum, just like Crash Towers at 
dinnertime. 



CRITICISM 



• 'Rockman Is yet another 
budget program from Master- 
troniu that impressed the heM 
out of me. Though lacking 
amazing graphics and state of 
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the art programming, Rock man 
is very playable indeed. There 
are enough screens to hold int- 
erest for a fair amount of time 
and the codeword system 
means there's no need to play 
the same old screens again and 
again. Rockman himself moves 
at an adequate pace and is very 
responsive indeed. Some of the 
bigger firms should really take a 
good hard look at some of 
Mastertronic's latest product as 
it really puts some of the latest 
megagames to shame.' 

• "This one seems to he very 
similar to a ruck of games we 
had in around issue 3, Hyper- 
action etc, and Rockrnan is 
about tha average for that type 
of game — although it is a Hffle 
out of date now, Graphically, 
this offers nothing new: the 
characters fficker too much and 
the colour is garish I Quite 
enjoyed playing this one for a 
white but found f got bored with 
it very quickly. ' 

• "What a jnlly little game? Lots 
of Cute colourful graphics, that 
do flicker, but look good aH the 
same. For 1-99. what we have is 
a nice platform game, that 
brings the old lateral thinking 
skills into play again. Some 
parts are rather amateurishly 
programmed, but all the same 
it's entertaining, and once 
you've bought all the really 
good progs you might be tempt- 
ed to have a look at this; it's in no 
way shockingly good, but after 
all you can't expect perfection 
every time for 1.99/ 




ENSURE YOUR REGULAR 
COPY OF CRASH 



When 3 magazine js rising in circulation as rapidly as 
CRASH is doing it tends to sell out immediately and you 
may experience difficulty in obtaining your copy every 
month. So the best thing to do is place a regular order with 
your local newsagent, which you can do by handing him 
this form, 



Ptease place ma a regular monthly order for 
CRASH Magazine, 



Name , . . 

Address , , . 



To tits JVdkvsa^fiiff f r 

CRASH Magazine Ts published in the middle of every 
month by Newvfiald Ltd, 1-2 King Street, Ludlow, 
Shropshire SYfl lAQ.Tel: 0664 £651, and distributed to the 
newgtrade by COMAQ (0H9&4 440GB}. Pfeaw check with 
the publishers If you have any difficulties in obtaining 
supply. 



COMMENTS 



Control keys: definable 
Joystick: Kempston, Cursor or 
Interface 2 

Keyboard play: fast and pleas 

ingly responsive 

Use of colour: no attribute clash, 

though colourchoice a bit garish 

Graphics: bio city, and pleas- 

a ntly a n i m ated though a m ite bit 

fliekery 

Sound: pleasant tune with some 
good game effects 
Skill levels: 1 
Screens: 20 

General rating: Yet again, a 
worthwhile buy from 
Mastertronic 

Use of computer 73% 
Graphics 69% 
Payability 68% 
Getting started 73% 
Addictive qualities 71 % 
Value for money 
Overall 
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ROBOT 
MESSIAH 

Producer: AJphafoatim 

Retail price: £7,95 
Language: machine code 
Author: Mike Smith and 
Christian Urqhart 



The Android planet is one of the 
worst places to live if you hap- 
pen to be a robot. The pie net is 
ruled and dominated by a race of 
androids who, in a fit of synth- 
esised evolution, managed to 
acquire the majority of human 
feelings and attributes such as 
ambition, determination and 
greed. 

Thousands of robots working 
in the planet's mines are explo- 
ited by the Androids, Leading a 
hellish existence, the robots' life 
spans are very short end unpl- 
easant The robots are purpose- 
ly made to be of a docile nature 
and are too weak to contemplate 
rebellion. SID is a freak though 
He is not as seivile as his 
metallic brothers. One day, in 
the hope of escaping his grim 
fate, he wanders away from the 
mines into the deep cave net- 





THE BEST THING 
SINCE THE REAL THING 



A Spitfire flight simulation set 
in 1940. Ground features 
and realistic air comhat. 



>fyo is available 
framWH Smith $, Boots 
and good software stores 
everywhere. 





Target To rise through the ranks 
of the RAF elite to Group Captain, VC„ 
D50,DFC 

Mall order and catalogue requests to: 
Mirronofl Ltd., Maxwell House. 
74 Worship Street London £C2A SEN 
Tal: 01-377 4644 
Trade orders to: 

Mirror soft Ltd., PumeU Hook Centre, 
Paulson. Bristol BS195L0. 





£6.95 
£7.95 

AMSTRAD 

£8.95. 



"Scooby Doo" 

The First Ever Computer Cartoon! 

whether tie s being hotly pursued at midnight 
an eerie castle rooftop, or scrabbling 
in the darkness of a creepy old dungeon 
pi is always at the centre of 
jmputer cartoon Scooby goes 
i caverns In a run-awav coal- 
saddle wrth Shaggy in a 
bean unofficial attempt 
jed by ar* angry sharij! 
)y doo the c Qgqfly 
toon contains over 100 
lgtimes ci^HPciten 
t scenes of startling 
lated action We think 
jlog to start a 



V 

*4 




¥ 



i 









Elite Svstems, Anchor 


House, Anchor Ro*rl A 1 (fridge, walsa 
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SPECTRUM 



cassette 

£6.95 



COMMODORE 



cassette 



disc 



£7.95 £12.95 



AMSTRAD 



cassette disc 

£8.95 £13.95 




The worlds first theme- 
park game with numerous 
hair-raising attractions 
including 

Roller coaster Ghost 
Train, Log Flume, Big 
Wheel, waltzers and 
several other exciting 
mystery rides. 






Just send a cheque or p,o. 
pavaDle to Elite 1 or quote 
■/tea rwmbt ■ 





te syrtci 



rm^Anchc 



or House, Anchor f? 



?oad ( Atdrk 



drldge, Walsall, England. Tel: (09231 59165 'Consumer h 





You can almost feel the tension of the big match breaking through the screen ...the expectant crowd is almost 
on top of you! You return the service with a Top-spin Backhand, then a Forehand Back-spin, the ball bounces 
high from your opponent's looping, defensive lob... SMASH! ... a great shot opens the score . . . 
but this is only your first point! Play head to head or against the computer in this, Konamis first and best 

table-tennis simulation. 



* «-n-«. ft** m ndw <* (jB), WHSM J III r £SBESSS. WXXWOR7H L«« YS Hum beiows O r o e n a , Spectrum «d aN good 





work thai weaves endlessly 
be tow the plantetoid's surface. 

Frightened of being discover- 
ed by the evil gnome patrols that 
keep the workers in step, SID 
eventually found a cold and 
particularly well-hidden cave. 
Socrates,, a philosopher from 
among the ruling robots who 
had preached the unpopular 
view that all machines were 
created equal was hiding in this 
cave. For his beliefs, Socrates 
had been exiled. 

Realising that SID might be 
able to liberate the robots and 
become their Messiah, Socmtfis 
instructs him: to achieve up- 
grade and become an Android in 
order to lead the worker robots 
to rebellion, SID must collect 
three envelopes, each contain- 
ing one part of a computer pro- 
gram. The complete program 
must then be input to the And- 
roid's main computer. SID 
agrees to the philosopher's re- 
quests and sets off on his mis- 
sion to liberate robotklnd. 

SID is a quite normal robot 
capable of quite a few useful 
tasks. For a start he can walk, 
and when it comes to getting 
over obstacles that block his 
way, a hefty robotic leap allows 
him to pass any barrier. The 
cave system is shown in a rather 
similar way to many adventures 
that have run before it, using the 
familiar flick screen method. 
Many harmful objects and crea- 



tures are to be found under- 
ground. Water isn't very healthy 
when your prime constituent is 
Iron, for instance . . . 

There are some useful things 
to be found, too. Advanced high 
protein energy reboosters perk 
up your energy bar — they come 
in the form of sticky buns and 
bits of f rurt. As an energy based 
Organism your energy bar gives 
a direct indication of how much 
life you have left. Three energy 
bars are given on your quest for 
robot liberation; lose them and 
the game ends and your brot- 
hers are condemned to eternal 
slavery. 

To get the three envelopes r 
three sections of the fabyrinthe 
must be negotiated, starting 
with the caves. To leave the 
caves a weight must be found to 
place upon a pressure pad to 
allow entry to the next section. 
Moving SID over an object and 
pressing the pick up key adds 
objects to your status line — 
only three objects can be earned 
at once. 

You aren't the only inhabitant 
of the caves. Strange energy- 
sapping beings float around, 
and finding a gun is a good 
move — though you r ll need to 
collect a magazine of bullets as 
well before you can start blast- 
ing away. Twelve bullet magaz- 
ines of ammo are dotted round 
the caves, 

Once through to the second 
section SID finds himself in a 
buggy travelling down a long 
corridor towards the next part. 
The buggy is equipped with a 
shield Chat can he activated if 
any cave creatures drift towards 
it, though the shield saps ene- 



rgy. A scanner at the top of the 
screen shows how far away the 
test centre is, Once through the 
corridor you're plonked within 
another room with a pressure 
pad. The only way out is through 
the door that the pad activates — 
without a weight you've got 
problems! 

If you do get out of the room 
then SID is placed into the test 
centre. Here the envelopes must 
be found and the teleport activ- 
ated to iap SID back into the first 
set of caves so the computer can 
be re prog rammed. 



CRITICISM 



m 'After a glut of similar prog- 
rams I must admit to being a 
little bemused by Alpha batim's 
decision to release something 
so derivative *s their launch 




Same. As art arcade adventure, 
obot Messiah contains prob- 
lems that are both logical and 
fun to solve, and the game com- 
pares well with the opposition. 
Things can slow down a bit 
when quite a few objects are on 
screen, and the action can get a 
brt ploddy at times. Graphically 
the game isn't all that excep- 
tional — rt p s adequate apart 
from the animation on SID 
which is excellent. Overall not a 
bad game though there are so 
many of this sort already on the 
market Arid some are better: 
Robol Messiah may well be 
worth a look at if arcade adven- 
tures ere your type of game.' 

• Hobot Messiah looked tike it 
was ready going to be some- 
thing special, but unfortunately I 
found it rather boring and repe- 
titive to pfa y. The main character 
walks around really $fowty T 
transforming any initial adven- 
turing excitement into extreme 
frustration because it seems to 
take so long to get anywhere. 
The scenery is atso pretty duff 
and samey making the game 
seem like a poor man *s Nodes of 
Yesod. / do like a good arcade 
adventure, but this one failed to 
spark any real enthusiasm — 
when I played it f had a constant 
feeling ofoeja vu*. 

• 'Robot Messiah f AlphabatinVs 
entry into the software jungle 
reminded me a bit too much of 
the fabulous Nodes of Yesod, 
The game itself is very colourful 
and the movement is very 
smooth with lots of welf anim- 
ated baddies. The sound effects 
contain too much clicking — a 
good constant tune would have 
been better. The accuracy of the 
blocks is appalling: it's possible 
to stand at least a character 
space over the edge of a plat- 
form in mid air without falling to 
the ground At first look a plea- 
sing game, but after a few 
games you notice lots of prob- 
lems with it. 



COMMENTS 



Control keys: N left, M right, S 
leap, A fire, X pick up 
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Joystick: Kempston, Cursor, 
Interface 2 

Keyboard play: responds 
adequately 

Use of colour: pretty, no 
attribute clash 

Graphics: good animation, nice 
graphics but a bit repetitive 
Sound: not a great deal 
Skill levels: 1 
Screens: 152 

General rating: A passable arc- 
ade adventure, but nothing 
particularly special 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



80% 
76% 
71% 
68% 
69% 
70% 
72% 



• .i:.'-ihir: of twenty five different 
moves, ranging from offensive 
to defensive and during combat 
the idea is to reduce Marcus' 
opponent's energy supply, 
which is indicated by a bar graph 
on t he side of the em peror r s box. 
Bash your opponent a bit, and 
his energy reading falls depen- 
ding on the weapon he's been 
hit with and where he's been hit. 
Marcus has an energy bar and 
that's also prone to depletion 
from the attacker's advances. If 
the energy bar fills up p a big 
thumb looms out of the royal 
box and gives the thumbs down 
sign. 

A weapon selection screen 
pops into view at the start of 
each contest, containing forty 
five different weapons, each 
with its own power and defence 
I rating — though the program 




GLADIATOR 



Producer: Domark 

Retail price: £8.95 
Language: machine code 
Author: Mike Green 



Beat 'em up's look like they're 
here to stay. Domark have just 
released one by the name of 
Gladiator. No prizes for guess- 
ing the what the scenario for this 
one is . . . 

As a slave, Marcus was none 
too happy. Tired with a life of toil 
among the Roman fields, Mar- 
cus decides to try and battle for 
his freedom among the gladia- 
tors in the stadia of Rome. To 
buy his freedom, Marcus must 
win 1 80 times 180 eagles, a very 
high price indeed. 

To get so much money you'll 
have to vanquish up to seven- 
teen fFghters and then take part 
in a gambling session, betting 
On the outcome of a two fighter 
fight. As you win fights, you are 
matched against more skillful 
opponents who come into the 
ar«na with better weapons. Both 
Marcus and his opponents are 
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doesn't tell you what they are, 
Arming Marcus is a process of 
trial and error to begin with and 
deciding which weapon is best 
plays quite an important part in 
the game. Marcus can use a 
weapon in each hand as well a a 
set of wrist knives. 

After choosing the weapons, 
the gladiators move the to 
arena, where the action is view- 
ed by the player from a spec- 
tator's eye view on the edge of 
the arena. The arena is three 
dimensional: the gladiators can 
move in and out of the screen as 
well as left and right In the 
background you can see the 
other side of the arena, and the 
milling crowds shouting slo- 
gans to the fiqhters, 

Once the fight starts, moves 
are made using a combination 
of fire button and directions. 
Three sets of moves are availa- 
ble: one using the directions 
onfy, another using the direction 
keys or joystick after fire has 
been pressed once and the third 
set is accessed after fire has 
been pressed twice. 
At least fifteen opponents 



have to be beaten in the arena 
before you get to the betting 
screen. Once you get to the 
bunkkis the points accumulated 
can be gambled, using the 1 key 
as up and Q as down to select 
the amount to be gambled. 
Press fire end then, using the 
same keys, you decide who to 
gamble on. If you win r then you 
double your money Lose and 
the stake money becomes the 
bookie's. If all your money is lost 
Ihen Marcus gets thrown back 
into the arena. Get 32 ,400 eagles 
and a Marcus gets his coveted 
Certificate of Freedom. 



CRITICISM 



• 1 was initially impressed 
when t clapped eyes on this 
program — the big figures fight- 
ing away with one another 
looked really good, ft was only 
when I got down to playing rt 
than I started to see the niggly 
glitches in the graphics — some- 
times the men start climbing up 
the wall, The thumb which 
comes out when a player is 
defeated is pretty rotten — rt's 
so-o-o-o slow and has about 
three frames of animation. Play- 
ing Gladiator is pretty tricky 
too; I'm sure the control met- 
hod could be improved no end, 
As it standSp it r s very confusing, 
even when you've played it a 
few times. Even so, ft could be 
called a foltow on frpm Explod- 
ing Fist and if yqu like games of 

that genre then you could well 
like this.' 

• 7r seems to be aft gore and 
violence at the moment with 
Dom&rk, tmean, with Friday the 
Thirteenth and now Gladiator. / 
must admit to getting a bit tired 
of fighting games. Though tack- 
ing a tot of the arcade appeal of 
Other such programs, Gladiator 
does hotd a areat deaf more 
depth, Being at/owed to choose 
weapons before a match adds a 
great deaf to the game. Gladia- 
tor isn't realty hit materia/. 



though if you do tike this type of 
game then it really would be 
worth seeing, since the depth of 
ptay involved is far greater than 
in any of its riva/s/ 

% 'After A View To A Kitf I wasn't 
expecting much from Domark, 
which is just as well after playing 
Gladiator. At first look Gladiator 
seems to be a very neat and 
real ist ic copy of the old g ladi ato r 
fights, but when you Finally get 
into the fight you realize that the 
game is totally unplayable* I 
found the game very confusing, 
and very unuserfriendly. Your 
gladiator has too many controls 
which are accessed in too hard a 
manner. With less controls 
which were easier to use r I 
would have given it a higher 
rating. Gtadiator is trying to 
enter an area where Exploding 
Fist rules supreme. For me this 
comes nowhere near it.' 



COMMENTS 



Control keys: Player One: 1 to 5 
up screen, G to T down, A r D, G 
left, S,F right, C, Z, X, CVfire, 
Piayer Two 6 to 0 up screen, Y to 
P down, J, L left, H,K ENTER 
right, B, N, M H 5, B fire. 
Joystick: Kempston,. Interface 2 
Keyboard play: unresponsive, 
and com plicated 
Use of colour; monochromatic, 
to avoid attribute clash 
Graphics: adequate backdrops 
Sound: a bit of white noise to 
indicate a hit 

Skill levels: one, gets harder 
Screens: five 

General rating: a complicated 
fighting game which has a lot of 
depth 



Use of computer 73% 

Graphics 81% 

Piayabiiity 72% 

Getting started 65% 

Add Set i ve qu a I it les 82 % 

Va lue f o r mo ney 7 5 % 

Overall 77% 




INTERNATIONAL 
KARATE 



Producer: System 3 
Retail price: £6.50 
Language: machine code 
Author: The Sysem3 
team 



The flavour of the moment 
seems to have a definite bias 
towards the oriental. System 3's 
long awaited, and somewhat 
overdue Karate simulation final- 
ly forns the ranks of combat 
games, which are all the rage on 
the Spectrum fust now. 

international Karate is another 
beat em up fought against back- 
drops depicting famous cities 
around the world, rather than in 
an oriental setting. The game 
se&nario itself is very simple - it's 
a battle between two Karate 
masters played over three 
rounds: the first to win two 
rounds wins that bout. The idea 
is to outscore your opponent in 
each round within the 30 second 
time limit If you win, bonus 
points are awarded according to 
how much time remains on the 
ofock at the moment of vfctory, 
The game allows you to play 



speech bubble above the 
judge's head. The battle then 
ensues and the players have to 
try to knock down their oppo- 
nent. The judge bursts into 
speech again when one of the 
players achieves a 'knockout'; 
announcing his decision as to 
whether a full or half point has 
been awarded. The first player 
to reach two points wins the 
round — and if neither com- 
batant clocks up two points, the 
winner is the fighter with the 
most points The player who's 
the first to win two out of the 
three bouts is then allowed to 
tackle a bonus screen. 

The first bonus screen is a 
woodb I ock-k i c king exe rcise 
where you have to try to break as 
many pieces of wood as poss- 
ible, with points awarded acc- 
ording to the amount of ff re- 
wood you create. The second 
bonus screen, tack fed by the 
winner of the second round is a 
so rt of dodge em (punch 'em 
screen. A variety of objects is 
thrown from either side of the 
screen and you have to destroy 
them by punching or kicking 
them into oblivion. Again, 
bonus points are collected acc 
ording to the amount of damage 
you wreak. 




either one or two players. If 
you're playing single player 
then the computer takes control 
of the oppositfon. As in such 
fighting games, there are a 
multitude of movements avail- 
able—a total of sixteen punches 
and kicks — with which to terrify 
and generally damage your 
opponent. Moves are made 
using different combinations of 
key presses, using a total of nine 
keys for each player, 

The competition is overseen 
by a judge, who monitors the 
skills of the combatants and 
starts each fight by shouting 
begin' in very clear speech — 
andin case you don't quite catch 
the command, the words are 
also printed on the screen in a 



When the bonus screen stage 
is completed, the winner is 
transported to another part of 
the world where the battle 
resumes arid you can find your- 
seif scrapping away In Rio, New 
York, London and Sydney. 



CRITICISM 



• Hie blurb on the cassette 
cover S2jys J and you thought 
you'd seen a Karate game*. 
Unfortunately I have - it's called 
Way of the Exploding Fist and 
it s batter than thrs, The anim- 
ation on International Karate is a 



CRASH BINDERS 

I ^ _ 



Each binder takes twelve issues of CRASH held in 
place by sma 1 1 wh it© pi astic straps fo r ease of access , 
There's also a year sticker for the spine. The hand 
tooled, gold bound, Moroccan leather version wouJd 
have cost about El 50 each, so we've settled for the 
next best thing, a rich blue with gold ish tooling on 
the front cover and the spine. 




Please send me . B . . , CRASH Binderfe) at £4,50 each* 



Name 
Address , 



, Postcode * , , 

I enclose a cheque/postai order made payable to 
NewsfieJd Ltd for €4.50* 

* UK price only, Continental Europe and Overseas 
orders, please add £2 per item ordered 
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lot cruder thin Fist, h takes up 
less frames than the latter and 
consequently looks rather flick- 
ery when compared directly. 
There are some glitches as well 
like the 'wrap round' when a 
player gets killed near the edge 
of a screen - half his body 
appears on one side and half on 
the other. The gameptay is a bit 
awkward too - the multitude of 
keys makes the game very diffi- 
cult to get into, but once you've 
got them sussed it's very easy 
to beat the computer opponent, 
tK'l redeeming feature is the 
excellent speech - in my opinion 

the best rve heard; it* s very 

clear and understandable 
When it oomes down to the 
nrtty gritty — le which Karate 
game is the best, then I must 
confess that Fist still comes out 
top. But if you're well into beat 
em ups, then you might want to 
add this one to your collection 



• 'Yet another fighting simu- 
lation. I wasn't much of 3 fen of 
this Type of game in the first 
place, and there's now so many 
of them ... i admit that some of 
them are fun for a white but they 
do get very boring when at/ you 
have to do is heat up your 
computer. This one is no differ* 
ent from the rest The graphics 
are a bit be/ow average for this 
type of game — / feit the char- 
acters were badfy drawn and 
very jerky. Sound is fairly good: 
there is a nice title tune T spot 
effects during the game and 
some very good speech. As for 
gamepfay i can't reaify say that 
it's competing — f found that t 
didn't need much strategy to 
beat the computer, Not a bad 
offering realty, considering the 
price T suppose, hut i wasn 't 
realty grabbed by the game. ' 

• 'Such a I o ng wa it — t h is game 
has been dogged by disaster 
and problems, and now arrives 
very fate. Maybe a bit too late — 
tors of fighting games are 
already nestling in software col- 
lections already, tnternationaf 
Karate has got a few nice 
touches, such as the speech, and 
the backdrops are quite pretty. 
Somehow, though, it doesn't 
come across as a polished 
game: four or five months ago, 
however, end it might have had 
a different reception , . . One for 
fighting fans, really, to complete 
the collection/ 



COMMENTS 



Control keys: Player 1 W to 
jump, E lunge punch, D walk 
forward, C chest kick, X foot 
sweep r Z crouch punch, A walk 
backward^ Q back lunge punch, 
W and S flying kick, E and S front 
somersault D and S front kick, C 
and S front side kick, X and S 
back crouch punch, A and 3 back 
side kick, A and S roundhouse, Q 
and S back somersault. Similar 
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arrangement for player two, 7 to 
quit game 

Joystick: Ram Turbo 
Keyboard play: could have been 
a lot better 

Use of colour: reasonable 
Graphics: nice backdrops, 
shame about the rather crude 
characters 

Sound: excellent speech, and 
some good effects 
Skill levels: gets harder! 
Screens: 5 backdrops 
General rating: disappointing 
overall, given the wait 

Use of computer 75% 

Graphics 71% 

Payability 57% 

Getting started 61% 

Add icti ve qua lities 67 % 

Value for money 69% 

Overall 68% 



SWEEVO'S WORLD 




Preview the second ■ . 

Okay, okay, so it's another pre- 
view of Sweevo's Worfd. You 
wouldn't believe how close we 
were to having a full review this 
issue — a finished copy of the 
game arrived literally hours 
after our deadline, giving us 
enough time to write this intro 
and little else ■ * . 
■ . . however. Gargoyle did give 
us an incomplete copy Of the 
game to look at some time ago, 
so we thought we would at 
least give you a taste of what's 
to come — now you can't say 
fairer than that, can you? 

As you may have noticed from 
the screen shots the star of the 
game, Sweevo, is rather a 
strange looking chap. The game 
itself 'is also something of an 
oddity since it features some of 
the weirdest, wackiest and orig- 
inal puzzles ever seen in an 
arcade adventure of this type. 



Yes, Sweevo's Worfd looks like 
Ulti mate's Knight Lore and A/ien 
8 r but any similarities stop there 

Robin mentioned in his pre- 
view last month that the game 
will consist of around 200 
screens end several levels (the 
two Ultimate games only boast 
128 screens, and most of those 
are empty). It turns out Gargoyle 
managed to cram in 184 highly 
detailed screens and have 
spread them over four inter- 
linked levels — Really Free, 
Lonesome Pine, Fingers and 
Apple Pie! Weird? - Wait 'til 
you see the screens I The first 
fevel r Really Free r has plenty of 
fruit, (and its fair share of 
nutcases) to avoid along with 
really devious traps and puzzles 
In one room there is a tin that 
needs to be collected. II sits 
alone in the corner, appearing 
perfectly innoeuous H so you 
decide to wa I k over an d pick it up 
— onfy to find yourself perm- 
anently trapped behind a 'fence' 




of fingers that suddenly popped 
up] Mean. 

Meaner still is a room where 
you have to walk through a 
'mazelet', a sort of very small 
maze, in order to e*it the other 
side. But as you may expect, 
things are not so easy — sus- 
pended on glass tubes at points 
of most inconvenience along the 
way are three one-ton weights, 
which squash poor Sweevo 
should he knock away their 
fragile supports and not move 
out of the way quickly enough! 

The finished game win have 
efght Widgers to collect and four 
Goose Stepping Dictators ar>d 
Horrible Little Girls to dispose of 
or avoid. This is easter said than 
done though, since both move 
very fast and are exceedingly 
aggressive. There will also oe 
sixteen Brownies for the taking, 
thus gaining extra Brownie 
points, es well as eight Geese, 
who when shocked from be- 
hind, lay Golden Ergs which 
provide extra energy, Greg 
Follis of Gargoyle mentioned 
between 25 and 30 points are 
awarded for tidiness — what- 
ever that means I 

The many puzzles throughout 
the game appear very tough at 
first, but with a bit of logical 
thought they should prove fairly 
straightforward to solve. Greg 
Follis of Gargoyle feels that 
although the game is very diffi- 
cult, iPs certainly 'finishable' 
Even so, there are many hours of 
absorbing and enjoyabte play to 
be had in the meantime! 




tBBL 



Wrv> r r 
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SPELL- 
BOUND 



Producer: Mastertronic 

Retail price: £2.99 
Language: machine code 
Author: David Jones 



ion. Based around a windowing 
system by the name of Window- 
vision, fire opens up the primary 
menu replete with a fist of opt- 
ions available to Magic Knight. A 
pointer controlled by the up and 
down keys highlights various 
options as you move it about 
and fire takes you to the sub 
menu for that option. For each 
option on the menu there's a 
corresponding button on the 
keyboard — thus avoiding any 
hassle for people who' re a bit 
kack-handed when it comes to 
using the pointer. 

When you change to a sub 
window it opens up over the 
main one and a pointer appears 




As a continuation of his advent- 
ures in Finders Keepers . Magic 
Knight now reappears in a new 
Mastertronic release, Spell- 
bound* Part of the new Mad 
Games range. Spellbound is a 
toie graphic adventure. 

Magic Knight's mentor and 
teacher, Gimbal the Wizard, has 
accidentally managed to bind 
you and seven other characters 
within a summon spell. The 
spelt was intended to be an aid 
to Gimbal's quest for better tast- 
ing rice pudding. Due to a slight 
typographical error that arose 
when the incantations were 
translated from ancient English 
to slightly less ancient English, 
things went a little bit wrong. 
Now our hero is trapped within a 
strange and unfamiliar land with 
a bunch of people from different 
slices of history. Being the brave 
good guy among the collection 
of oddities it's down to Magic 
Knight to return the various 
peoples to their respective time/ 
space zones. First on your list of 
major things to do is to release 
Gimbal from a self inflicted 
white out spell but, as in any 
good ad venture r there's a 
number of smaller tasks to per- 
form first* 

Though Spellbound looks 
very similar to any run of the mill 
left/right and jump game, press- 
ing fire soon shatters that illus- 



on the sub directory. Using this 
system, the amount of options 



available to you easy equals 
those within many text adven- 
tures. As you progress through 
the game the options and act- 
ions open to you change, allow- 
ing Magic Knight to take advant- 
age of any new objects or 
powers he may have acquired — 
extra options are highlighted in 
white. 

Apart from using the menu 
system, you can move Magic 
Knight around the screens with 
left, right and Jump. Obviously 
Magic Knight has developed 
some pretty impressive leg 
muscles since his last game: 
jump causes him to take a real 
mega leap skywards 

Any object or character you 
may come across can be exam- 
ined via the main menu, While a 
character is being examined, a 
small screen with a graphic of 
the character under scrutiny 
appears. Such details as 
strength, happiness, stamina, 
spell power and food level are 
detailed. You can even examine 
yourself; very handy, since 
being a brave knight expends 
strength quite a bit and if it 
reaches zero the games over 
When it comes to examining 
object, a graphic of the object 
under scrutiny is displayed to- 
gether with details on the four 
different attributes possessed 
by objects: weight, magic 
power, read and drop status. 
The read and drop information 
tell whether you can drop the 
object you've acquired or use 
the read function on ii to glean 
information. The weight reading 
can be critical as well. The more 
the the knight carries, the quick- 
er his strength is sapped. If 



Magic Knight is too weak then 
he won't be able to pick up 
heavy objects. 

There's a large strategic elem- 
ent to the game. The other capt- 
ives of the summon spell 
wander about in a bit of a daze 
and need looking after. You 
need to command characters to 
do things for their own good, 
and you have to get hold of the 
wand of command before the 
option which allows you to tell 
people what to do appears on 
your menu. Since the characters 
don't have the sense to fend for 
themselves, it's up to you to tell 
them to go away, eat, drink, and 
be happy. 

If your fellow captives aren't 
kept in good health they may 

we H die The characters also 

have to be kept happy or it s 
likely they get rn a bit of a sulk 
and be loathe to obey a nv com- 
mands that may be issued to 
them. Other people may well be 
in possession of objects you 
need but understandably they 
like to keep hold of any thing 
they've got Command a char- 
acter to go to sleep and anything 
they have can be easily pilfered. 
When a character is asleep it's 
also possible to give them 
something they wouldn't norm- 
ally accept. 

The domain in which the spell 
of summoning has trapped the 
cast of characters is split into 
seven floors, each spanning 
around seven or eight screens. 
To travel between floors the 
Knight has to use the lift found at 
the extreme left hand side of 
each floor. 

Some objects can be found 
which can J t actually be used — 
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THE TQUER 





they do offer clues, however, 
and the clue they contain can 
usuaJfy be liberated with the 
read function. A few totally use- 
less, though amjsing, objects 
fitter the place 35 welL Upon 
starting, Magic Knight's only 
possession fs an advert; read 
this and you're informed that 
David Jones created Spellbound 
and suggests going out and buy- 
ing Finders Keepers. 

Another addition to the 
Knight's worries is that there's 
only 48 hours to complete his 
task Oh dear. Better get going 



CRITICISM 



ft I'm always a brt cynical of 
software houses' claims to pro- 
duce true graphical adventures 
but ft seems that Mastertronie 
have actually come up with the 
goods. Finders Keepers was 
excellent but Spe/fbound is 
superlative. Window/vision is 
about the best selection 
method for using and interact- 
ing with objects and characters 
I've seen yet, It blows away both 
Frankie and Shadowfire making 
them both seem awkward ana 
outdated. Graphically, the game 
is well above average: the 
movement of Magk Knight as 
he athletically leaps about is 
great. Convincing gravity too. 
Overall about the best game of 
its type on the Spectrum to 
date. Even if it were priced 
around the tan pound mark I'd 
still recommend it as a bargain 
but for £2.99 you'd be MAO not 
to buy it I 

• Tinders Keepers was Master- 
(rente's best game until now 
David Jones has improved on 
the features in Finders Keepers 
and has come up with a first rate 
game. The graphics are general- 
ly good, but not some of the best 
around. What makes this game 
is the presentation, it's very easy 
to play without actually reading 



the instructions and subsequ- 
ently it doesn't take iong before 
you are addicted. The menus 
that appear mate? the game easy 
to understand and they cut out 
the need for mega quick re- 
actions which other arcade 
adventures depend on. ff you've 
got £2 99 to spare then get this, 
you won 't regret itr 

• "I My blue knight material- 
ised: 'What now?' I cried! But 
then as I started bouncing all 
over the millions of screens, I 
was really getting into the feet of 
ft; when J pulled myself away 
from it r I could easNy say I was 
well and truly hooked. Fab 
sound and megs-brill window- 
ing with the odd bit of great 
graphics gave me the feeling 
that this was going to be a 
smash! And when they told me 
that it was pnly £2.99 I really 
freaked out? Next time you find 
yourself with three qufd, thrs is 
something you must get/ 



COMMENTS 



Control keys: A/Z up r down IM/M 
left r right and space for fire 
Joystick: Kempston 
Keyboard play: very responsive 
Use of colour a bit of attribute 
clash, but hardly noticeable. 
Very good 

Graphics; Big, bold and detailed 
Sound : Not a tot but wh at it doe s 
do is good 
Skill levels: 1 
Screens: 50 

General rating: An outstanding 
game, especially for the money 



Use off computer 96% 

Graphics 89% 

Payability 91% 

Getting started 92% 

Addictive qualities 89% 

Value for money 98% 

Overall 95% 



DESIGNER RUNNING 
WEAR 

From CRASH, ZZAP! 64 and 
GREMLIN GRAPHICS 

Normally £19.95, CRASH readers can buy this 
marvef fous tracksu it for 

ONLY £16.95 

The Monty on the Run tracksu it is made from high 
quality materia fs normally fou nd in tracksu its far 
more expensive arid comes In pale grey with the 
Gremlin logo on the back and the CRASH and ZZAP! 

logos o n th e f rent in tastefu J ta nde m f 
Don t miss out on this amazing offer, send off the 
coupon today to the address befow 




Please send me „ BBa , Super CRASH/ZZAPI/ 
GREMLIN tracksuit(s) 

Tick sizes sizes: SO Mn LD 



Name 
Address 



r+tt.wm + M ftkmi 



r ...mm* , | a , 



■ ■ Postcode 

I enclose a cheque; postal order payable to 
NewsfiekJ Ltd for £16.95. 

* UK prices onlv, Europe and Overseas, please add 
£2 per item ordered. 

mj^miCKSIIIT OFFER, PQ BOX 10. LUDLOW . 
SHROPSHIRE STUM 
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SPECTRUM 4BK 

£7.95 

AMSTRAO CPC464 

C8.9Q 

commodore (S\ eb,90 

A text adventure with graphics 



I>l 



D O M A R k 




THE ONE YOU'VE BEEN SCREAMING FOR 

Enter the Horror Sound Effects Competition — If You Dare! 

Spectrum Commodore 64 Amstrad 




WARNING: THIS PACKAGE CONTAINS MATERIAL WHICH MAY DISTURB 

PEOPLE OF A NERVOUS DISPOSITION! 



To: The Knife Sharpener 
Domark Ltd. 204 Wbrpte Road 
London SW20 8PN Telex; 894475 G 



POSTCODE . 



Please send me copies of 'Friday the 13th - The Computer Game" at £8.95 

(includes postage and packing), 

I enclose a cheque/P.O. for £ 

My computer is: 

You may order by Access □ VisaD American Express □ TranscashD 
by post or telephone (01-947 5624). ( o U r Ac. No. 544 5450) 

Please debit my CREDFT CARD □ Signature 

Account No: 



Credit Card Expiry Date: 



DARE YOU ORDER NOW 



CALL 01-947 5624 



1 



NAftfc: IBLOCK LETTERS i . 
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SABO- 
TEUR 

Producer: Durrell 

Retail price: £8,95 
Language: machine code 
^t/fftor; CIlveTownsend 



As a ^/i for /w're you've been 
hired to liberate a computer disk 
held within a high security for- 
tress cunningly disguised e$ a 
warehouse, fhe disk holds the 
names of a number of rebel 
leaders and you're up against 
the dock, The idea is to find a 
bomb, hidden somewhere with- 
in the complex, get the disk and 
leave the bomb behind, ticking 
down to detonation All this 
before the time limit expires and 
the information stored on the 
disk is sent to outlying term- 
inals. Being a sensible sort of 
chap, you want to escape and 
there's a helicopter lurking on 
the warehouse root just waiting 
to be stolen. 

The trouble is that the head- 
quarters are heav/ty guarded by 
a number of armed guards and 
watchdogs as well as automatic 
defence systems which monitor 
your position in a room and then 
start zapping you with a laser. 
Your mission siarts in a rubber 
dinghy moored just off a small 
pier leading to one of the ware- 
house entrances. Clad totally in 
SAS atiire f black jumpsuit and 
bootpotish all over your face r 
you are initially equipped wtth a 
throwing star. As you wander 
through the security complex 
various other weapons can be 
found, picked up and used — 
each weapon can be used once 
only, but can be aimed at your 
target. Trained to a very high 
degree in various martial arts, 
you can also partake in a hit of 
physical baddie bashing rather 
than just fobbing the odd throw- 
ing star or brick about. You ha ve 
a choice too: a kilter punch or a 
ninja style dropkick are both 
equally deadly to any guards 
you may find. 

The security complex is split 
among three different sections. 
The first is the warehouse front 
containing the helicopter and 
primary defence force r If you get 
down fnto the sewers then you 
can link up to the underground 
train taking you into the hrstpart 
of the computer centre. From 
here the second underground 
train has to be found to get you 
into the second computer 
centre. This is where the disk 



and bomb are held. Once the 
disk has been rescued and the 
bomb primed a countdown 
Starts showing the remaining 
time in which to reach the 
helicopter A quick dash back 
through the sewers and train 
systems is required unless you 
like having dead mercenary 
smeared alt over the walfs r 

Whilst bashing your way 
through various adversaries 
your progress is charted via two 
screens. The main screen shows 
a sideview of the room you're in. 
Your saboteur is about a quarter 
of the screen high and sproings 
and cavorts about in full anim- 
ation. As well as running and 
fighting he can also perform a 
nifty tuck jump for bouncing 
over chasms and gaps r Using 
the ladders, platforms or steps 
provided, your hero travels 
around the complex of colour 



coded levels. 

The bottom quarter of the 
screen is used to display your 
status. Only one object can be 
held at a time, the object you're 
holding appearing in a window 
on the left hand corner of the 
status area, while objects close 
by and available for collection 
are shown in the window to the 
right side of this screen. Press- 
ing fire uses the object within 
your grasp f or if another object 
is within reach it'll be transferred 
into your possession. 

An energy bar along the 
bottom of the screen shows how 
your energy level is faring. Your 
tifeforce ts sapped by contact 
with fighting guards, who ftre 
rubber bullets, guard dogs, 
whfch bite, and the laser defence 
system which is generally bad 
for your health. Standing about 
dotng nothing for a while, how- 



ever, allows ebbing energy force 
to return. 

The game isn't played for 
potnts — what self respecting 
mercenary works for points? 
Money s the name of the game, 
and a paymetar clocks up a few 
hundred dollars each time you 
do for a guard. The big money is 
only picked up for coTtecting the 
disk in the time limit planting 
the bomb, and escaping. The 
programmer s obviously a dog 
lover, though. There's no money 

why 
you. 



fOVer, WOUgrt- ;/re^oMvrrM 

in kilting " dogs — "30 
bother? the inlay reminds \ 



CRITICISM 



r 



• Though bearing some ifirtial 
resemblance to Impossible Mis- 
sion Saboteur holds a lot more 
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upon further Inspect ion. The 
game is absolutely great, it's 
like playing a part in a Bond 
movie. Maybe this is the sort of 
game that should have been 
used by Domark. Level one is 
quite easily solved, given a bit of 
time and thought but there are 
nine different levels each subtly 
harder than the last. The anim- 
ation of the man is great and 
he's very responsive indeed. 
Overall a this deserves to be a 
hit and should have pride of 
plane on many a Spectrum users 
shelf/ 

• ' After Critical Mass I was 
expecting grsat things from 
Durrell arid they've certainly 
come up with the goods. Sabo- 
teur must be one of the most 
original games of '86. The draw- 
ing po;m nf this type of game is 
that it puts you in the shoes of a 




hero /spy just like Spy vs Spy 
and when you walk you crouch 
down just as if you were an 
intruder. The overall game is 
very addictive due to the variety 
of routes you have to take on the 
higher levels. Great use is made 
of colour ■ — the characters are 
huge, with no attribute prob- 
lems at all. One thing that made 
me laugh was the so called 
'underground train' it really 



j£ R.R P 
it* £895 



does look like a brNliant picture 
of a holiday caravan. I hope 
Durrell gets a CRASH Smash for 
this r cos it certainly deserves it/ 

• 'Durrell Software really have 
puf/ed their act together this 
year. After a couple of years of 
mundane re/eases they're now 
producing classics tike Sabo- 
teur. The game concept is fairly 
original, and as $uch the game is 



qutte fun to play but what really 
put Saboteur up in my esteem 
was its sheer pfayabifity. Grap- 
hically the main sprite is & bit 
simitar to the one m Impossible 
Mission but his range of move- 
ment is far greater. Overall the 
best release yet from Durrell and 
one of the better releases for the 
Spectrum this year. f 



COMMENTS 



Control keys: definable 
Joystick: Kempston, Interface II 
Keyboard play: extremely 
responsive, adds to the 
excitement 
Use of colour: mostly 
monochromatic hut still 
effective 

Graphics: lovely animation, 
though backgrounds could do 
with some more detail 
Sound: pretty neat two channel 
tune once loaded, and effective 
white noise during the game 
Skill levels: 3 
Screens: U8 
General rating : very 
imaginative: deserves star 
status 



Use of computer 
Graphics 
Payability 
Getting started 
Addictive qualities 
Value for money 
Overall 



84% 
92% 
92% 
97% 
94% 
92% 
93% 




CRASH Christmas Special 1985 31 






R-O-L- L*E •R 



C*0 # A«S»T»E*R 



ROLLER 
COASTER 



Producer: Elite 

Retail price: £6.95 
Language: machine code 
Author: S Brockle hurst 





Rofler Coaster from Elite^ is a fun 
fair simulation. Playing a punter, 
the ides is to collect all the cash 
left around the place during the 
day by the milling masses, The 
money "is placed in the most 
awkward and precarious of 
perches and to get at it, various 
bits of active fairground mach- 
inery has to be negotiated, The 
background is that of typical 
American theme park with side- 
shows, palm trees, buildings 
and candy stores. These are 
located along the bottom of the 
playing screen while the amu- 
sements, usually, are a bit mom 
skyrise. 

Apart from a giant log flume,, 
mini bumper cars and ferris 
wheel type rides, you'll also 
come across numerous waltzers 
scattered around the park, Made 
up of a number of separate cars 
that aren't connected in any 
way, they spin around the 
screen in weird sinusoidal patt- 
erns and yet retain their shape 
as a waltzer. Another attraction 
is the fun house, a building full of 
platforms which cycle round, 
contorting and twisting while 
bouncing your little man along 
different paths. 

Your character can travel and 
ride on any of the attractions he 
may find, by just jumping on. 
There's no need to pay' Since 
he's an athletic little chap, he's 
able to walk, run and jump, and 
can hitch a ride by hopping on at 
the right moment Though look- 
ing big and butch with his ten 
gallon hat our little hero is not 
invulnerable. Doing silly things 
like leaping of unreasonably 
high buildings or jumping info 
water takes away one of the ten 
lives supplied, If he is in 
imminent mortal perh r a little bit 
of zip can be added to his step by 
holding down M as well as a 
direction key. This near doubles 
the little sprite's pace and can be 
handy when attempting leaps 
over large gaps. 

The money around the fair is 
represented by small blue ob- 
jects that look nothing at ail like 
money, really. Jumping through 
a square piece of money lets 
loose a satisfying squeak, and 



boosts the figure in the little box 
at the bottom of the screen 
which displays the money coll- 
ected so far. 

There are three major rides 
around the sixty screen fair, all 
of them sort of rolls rcoasters, 
The first is on the screen to the 
right the start location, and is an 
olde worlde log flume. One of 
the others is a gold mine and is a 
cave trip completes the trio. Any 
attempt to run up an down the 
track of one of the big rides is 
deadly, so it's best to wait for the 
roller coaster carriage to come 
along, and leap into it. As you 
200m along in the car, you pass 
under money , hanging tantalis- 
ingly in the sky. Careful timing is 
needed if you're to jump up, 
collect the loot and land safely 
back in the car. 

As you travel throughout the 
fair the different screens flick 
into view as the central spritette 
moves off the edge of the cur- 
rent screen — as in so many 
other arcade adventures. Collect 
all the money and youVe com- 
pleted the game, but there's no 
need to be so avaricious — you 
could just scamper around and 
explore, having fun on the rides. 

CRITICISM 



I thought I'd seen all there was 
and could ever be in the form of 

E la dorm games after Dynamite 
an but I've been proved wrong 
again. Graphically, Roller Coas 



ter is very good: your man and 
the various rides are very well 
drawn and animated, end the 
backgrounds are very colourful 
— which leads to a bit of attri- 
bute clash, but nothing too 
glaring. Controlling your bloke 
is very easy: I liked the idea of 
the 'run' key, as this helps you 
get out of tHHibte r Generally I 
enjoyed playing this game as rt 
is different from the usual type 
of platform game/ 

■faollercoaster was not written 
by the usual Bite feam, and it 
shows. Not taking Elite's usual 
'Every Game a *faoa Gams' 
attitude, the author has turned 
out an enjoyable and very imp- 
ressive product. Though funds- 
mentally just an arcade adven- 
ture platform game there are so 
many clever extras added it 
makes the whole thing seem 
almost original Looking at static 
shots in this review, Roller- 
coaster may not look atl that 
impressive, hut when you see 
the different obiects move it 
takes on a whole new dimen- 
sion. I really like Rollercoaster 
and it one of the most deserving 
titles yet to appear from Eiite. It s 
what a game should be, just 
totally unpretentious and fun to 
play 

1 This game is brill! No longer do 
we poor country bumpkins have 
to wait till May for the fair : Roller 
Coaster brings all the fun of the it 
into your living room! Wonder- 
ful graphics, terrific use of 



colour, and amazing addictive 
qualities — it s just a great 
game. Big wheels, cafes, bum- 

Ejer cars and log f Fumes are atl 
ound in abundance on the 
many screens of this, the best 
from Elite for a long time. It owes 
a little, in places to the legendary 
Manic Miner, in that here and 
there the old lateral thinking 
skills come in handy. AH it needs 
now is an automatic, free candy- 
floss vendor! 

COMMENTS 



Control keys: O left. P right, M 
run faster, CAPS SHIFT to jump 
Joystick: N/A 
Keyboard play: responsive 
Use of colour: neatly done, but a 
few attribute problems 
Graphics: some very cunning 
animation on the rides, neat 
Sound: jolly tune to start with, 
and good effects 
Skilllevels: one 
Screens: 60 

General rating: a different kind 
of platform game altogether A 
great little game 



Use of comp u te r 87 % 

Graphics 88% 

Payability 92% 

Getting started 93% 

Addictive qualities 93% 

Va lue for m one y 90% 

Overall 94% 
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BE DANGEROUS 



Front Vi*U 
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Play Elite - the ultimate, award-winning space challenge. 
Ifsan interstellar mind-game with incredible 3D Vector- 
Graphic space flight simulation. Elite's been called the "Game of a 

lifetime"* 

You take command of 
a Cobra MK III combat craft 
and trade with alien cultures 
on over 2000 planets in eight 
galaxies, 

Pick your destination 
on the starmap. check the 
computer s 4-way viewscan - 
and make your first jump into 
hyperspace* 

Starting with 
'Harmless' status, you pick 
up combat skills to win ratings of '/toerage 1 to 'Dangerous 1 . 

If you can handle it you could become one of the Elite, and win 
the chance to compete in the Elite World Championships, 
It s dangerous all the way, 

"To play it is to be entranced, enthralled and ensnared . . . 
stunning." (Computer & Video Games Magazine). 

11 A brilliant game of blasting and trading . . truly a mega- 
game" {Gold Medal Award, Zzap! 64 Magazine). 

"One of the most imaginative games ever designed to run on a 
home computer . . . 11 (Crash 
'Smash , Crash Micro 
Magazine). 

Elite is here now for 
the Commodore 64 and 128 
and Spectrum, and (very 
soon) for Amstrad and MSX 
too - complete with Manual, 
Novel, Control Guide, Ship 
^dentH(cation Chart and more , 
lite, 
dangerous. 

*Zzapt 64 Magazine, 






FIREBIRD SOFTWARE WELLINGTON HOUSE 
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VEC- 
WON 



Producer: Insight 

Retail price: £7.95 
Language' machine code 
Author: Mike Follin 



The scenario that ties behind the 
second game from Insight bears 
more than a passing resembt* 
ance to Iron, iron the film, that 
it, not Trort the game. You have 
been transported to a wierd 
*sub'Spatiai* dimension, and 
find y^rself inside a computer 
at the helm of a fighting machine 
equipped with an energy shield 
and the obligatory Plasma 
Blasters, 

Vsctron is a game split into 
four sections. The action begins 
in a maze, displayed on the 
screen ustng vector graphics 
from the viewpoint of the pilot of 
the ship — in a similar way to 
Buggy Blast You are at (he 
controls of a craft that is 
incapable of stopping end 
moves around at a constant and 
very fast speed. As you appro- 
ach the end of a corridor in the 
maze, it's necessary to change 
direction very rapidly to avoid 
an energy-sapping collision. Up 
and down move a sight vertic- 
ally over the screen while ieft 
and right govern the way your 
craft shifts at a Junction as well 
as moving the stght horizontally. 
The laser, or plasma blaster, 
fires a pulse towards the centre 
of the gunsight and delivers a 
burst of enerpy thaVtl zonk any 
enemies in view. 

To clear the first section, all 
enemy craft must be destroyed. 
The maze is patrolled by sinister 
Randomizers — sort or inverted 
U shape craft that patrol the 
corridors. The randomizers tend 
to inhabit the border areas o f the 
maze, flying around the edge 
section enclosing the maze. In 
the inner reaches of the maze 
lurk the fireball spirtmg tanks. 
Unlike the randomizers, they 
can shoot at you* though if you 
approach them from behind 
they'll be unable to swivel their 
turret fast enough to total you. 

While you're whizzing about, 
if you wish to see wnere the 
enemy craft are, a stab at the 
bottom row of keys calls up a full 
screen representation of the 
maze. Displayed with character 
blocks of colour, the normal 
screen display still functions in 




the background and you can 
plan your route on the head-up 
map while continuing to drive 
through the maze, Upon the 
enlarged map your ship Is 
shown as a white attribute 
square, randomizers are red, 
and tanks appear as magenta 
blocks. 

Only one fife ts supplied, and 
your craft begins with a limited 
amount of energy. Bashing into 



w&lis or enemy craft depletes 
your energy status drastically* 
Extra energy, displayed as cyan 
souares on the map, is available. 
Unlike the enemy they stay 
stationary and to collect the fife 
force you must shoot them. if t by 
accident, you fly over an energy 
globe, the globe disappears and 
you *H be a bit nearer to death. 

Once the baddies m the maze 
have been zapped, you have to 



return your ship to the portal 
located in the middle of the 
maze. As you approach it a sort 
of stargate whizes into vtew 
and zaps you into the second 
screen Here you have to blast a 
the Rom Robot's eyes with the 
laser as they flash. The robot, 
superimposed upon a starfield, 
spits globules of death at your 
spaceship. The energy shield 
remaining from the first screen 
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Dragged back for another term, Eric 

continues his one-man fight 
against the Education system. Ail 
his old adversaries are there, plus 
escapees from the Biology room 
and, even worse, girts! Lucky he 
stocked up on stink bombs over the 
holidays! 

Back to Skool (48K Spectrum} — £6.95 
Skooldaze (48 K Spectrum & CBM64) — £6.95 
Available from all good computer shops 
or direct from: 



0*TM^JEjMLIC© C M ■ erwph are Co mputsr S e rvlcM Ltd. . 
* f IL #XV3J ' / i$Zt\t- 72 - Rosebery Road. London 1*10 2 LA. 
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is carried forward but the globes 
fired by the robot deplete it 
badly, 

During the second phase, the 
ship's map computer is destro- 
yed and when you return to the 
main maze for phase three of the 

S me you're on your own, map- 
's, the ides is to reach the 
warp in the bottom right hand 
comer of the maze, through 
which you can make good your 
escape. The trouble ts that the 
ship is pieced randomly within 
the maze and some keen navi- 
gational skiffs sre needed to 
suss out where you are. 7 wo 
randomi2er$ fly around the 
maze, just to make life more 
complicated. 

The fast screen is the escape 
section displaying a rear view 
as you try to shoot the pursuing 
Randomizers and Tanks that are 
thrown at you while to try to run 
away. Zap them and you're free, 
fait and it's back to the title 
screen. 

As welt as you energy limita- 
tion, there is also a limited 
amount of time for your escape 
attempt: the time remaining is 
constantly shown on a count- 
down timer on the bottom left of 
the screen, and you'd tetter 
make good your escape if you 
want to fly again. 



CRITICISM 



• Vectron is just about one of 
the best games J've seen for the 
Spectrum for eons. It really is a 
classic. Evan the first screen 
slGtiiQ would have made Vectron 
a classic for ma but there are 
four very different sheets, each 
presenting $ considerable chall- 
enge. lfl# graphics are excep- 
tional, the speed they move at 
really am&sed me Recognizers 
move in a truly outstanding 
way, keeping definition how- 
ever close they gettO you Using 
the attribute file to overlay a 
map of the maze was an insp- 
ired idea, Mike Follin and Insight 
should go a long way with such 
a nign stanoara of proouct. 

• 'If you want a first class Tron 
game-oMhe-film then look no 



further than this. Although div- 
erging slightly from the main 
storyline or the classic computer 
film Vectron has many of its 
elements, like the baddies and 
the maze sequence. The sheer 
speed of the program is well 
impressive and the 3D graphics 
are THE best I've ever seen. 
Vectron is pretty hard, but is that 
sort of game which keeps you 
coming back for more. A real 
classic which should definitely 
appear at the bottom of your 
Christmas stocking.' 

• To begin with I wasn r t ail that 
keen on this game, but after a 
few hours of practise / really 
started to get into it. My onfy 
gripe, apart for the tnitiat diffi 
cutty of the game, is the fact that 
there isn't a high score table or 
anything simitar to telt you how 
close you've got to the end of the 
game. The use of graphics is 
very good, as ts the use of sound 
— the tune is excellent, f greatly 
enjoyed playing Vectron, 
although I'm not sure it would 
offer much to the games player 
who tikes to use his brains as 
weft as his quick reactions. A 
ffrst-rate shoot em up, though 4 




Control keys: definable 
Joystick: Sinclair Kempston, 
Cursor 

Keyboard play : very responsive 
Use of colour: excellent 
Graphics: incredibly fast and 
cunning 

Sound: fab — great when 
amplified 

Skill levels: gets harder as you 
go 

Screans: four different sections 
to the game 

General rating: A brilliant 
arcade shoot em up 



Use of computer 
Graphics 
Playabifity 
Getting started 
Addictive qualities 
Value for money 
Overall 



93% 
93% 
92% 
85% 
94% 
97% 
92% 




SCREEN- 
PLAY 

Producer: Macmillan 
Software 

Memory required: 48K 
Retail price: £8.95 
Author: Pippa Lewis 

I've been handed this piece of 
software to review because I'm 
supposed to be an expert, 
having spent much of my pre- 
CRASH time as a film camera- 
man and TV film editor. Whether 
this really qualifies me is 
another matter ..J 

Screenplay is described as a 
means of creating your own film 
or TV programme on a comp- 
uter, The package comes as a 
cassette with two programs on it 
and a booklet which describes 
some film techniques and has a 
section telling you how to use 
the software. Oddly, it doesn't 
realty explain what the end 
result is going to be, although it 
does tell you that you can save 
your programmes on video — if 
you have a video recorder, 

The 26-page booklet is the 
obvious, indeed only, starting 

6 lace. The first 16 pages are 
roken up into general chapters 
on the subject How film works 
describes very briefly the tech- 
nical hf story of film, showing 
'flicker toys' and 'flicker books 1 ", 
jt attempts to show how moving 
images are created by revealing 
lots of stiH shots, each action 
slightly advanced on the last 
How the camera works explains 
the basic mechanism of a film 
camera, what photographic film 
is., camera shutters, lenses and 
film paths. Film tricks explains 
such devices as fades, dissolves, 
front projection, mattes, double 
exposures and the like. This is 
followed by How TV works, a 
quick run through of the elec- 
tronic process and earner a d 
which runs neatly into TV tricks, 
where mixes, double shots, 
digital machine effects, char- 
acter generators and Chroma 
key are explained. 

Making a film or TV prog- 
ramme outlines the roles of the 
producer, script, wardrobe and 
so on, and simply explains the 
function of animation, sound 
tracks and editing. This is follow- 
ed by a section on cell anim- 
ation, and then we're into Using 
the software. 

So far so good. The booklet is 
not a handbook on film making, 
end its explanations are of the 
simplest kind, accompanied by 
useful illustrations, I suppose all 
of this could awaken someone's 
interest sufficiently to go into 
the subject in more detail but of 
itself it barely scratches the 
surface. Using the software 
however, is less successful in its 
presentation — but first let's 
look at the computer program. 

Screenplay is icon-d riven. A 
main menu presents seven 




icons, load, save, wordshot, 
soundtrack, action , scree nshot 
and Take 1, Load and save speak 
for themselves — a v i ta I f u notion 
since everything you do must be 
saved for combining with other 
elements. Alt the other options 
present sub-menu icons. Word* 
shot is the storyboard and dia- 
logue department. Text can be 
written in normal or italic mode, 
in several directions across the 
screen and in a range of ink and 
paper colours. Double sized 
letters may be used. One icon 
allows rubbing out of a screen, 
a nd oth e r wo rk may be I oed ed in 
or saved out. 

Soundtrack is a music editor. 
Rims rely heavily on sound 
effects (FX), but there's no prov- 
ision for that, and the Spectrum 
isn't exactly the best beast for 
effects. Notes may be entered, 
heard or rubbed put as well as 
saved. Other music pieces may 
beloaded in for adding to them 
or altering, 

Action is a character gener- 
ator and editor, which allows 
you to build up figures or 
objects, invert them, mirror or 
rotate them and two-frame 
animate them. Icons a re used for 
all the actions, with a grid being 
drawn in the display area and 
the cursor keys used to fill tn the 
character grid. Black or white 
(rubs out pixels) is toggled onor 
off with the zero key. Again, ink 
and paper colours may be selec- 
ted, and everything saved or 
earlier work loaded in. 

Screenshot is another 
graphics generator/editor, 
allowing the creation of back- 
ground scenery for your movie. 
A thick' or thin' pencil may be 
used, designs and shapes being 
done on a blow-up prid similar 
to that used in action. Closed 
shapes can be ftlted from the 
Spectrum's colour palette, dif- 
ferentiating between Ink and 
paper. 

Take 1 is the editing depart- 
ment, the moment when all your 
elements are combined to your 
own choosing, 'Frames' may be 
dealt with one by one. Charac- 
ters may be brought from mem- 
ory onto the screen and posit- 
ioned with the cursor, then taken 
through the screen to complete 
thefr action. It s possible to have 
up to 12 sprites on screen at one 
time. Music may be added at 
appropriate moments, and the 
dialogue you have written can 
be scrolled across the bottom of 
the screen to complete the 
effect. A final icon allows a 
'premtere r of your masterpiece. 

The booklet details how to set 
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up computer and video recorder 
to save out the finished film for a 
later viewing on the telly (this is 
where vou amaze your family 
and friends) I 

Side two of the cassette has a 
program to load in with several 
elements already in there. "This 
can be used as your first exer- 
cise in using Screenplay. The 
software is described as 'easy to 
use', but in truth I found it rather 
complex and fiddly and not par- 
ticularly obvious in its use, The 
icons help, but the inter-relation 
of the elements is far from clear, 
and the booklet's descriptions of 
how to use the various editors or 
cursor functions within a mode 
lacks clarity,, despite the icons 
being shown with brief explan- 
ations of their functions, 

Clearly it's possible to create a 
semblance of a film, but the final 
result is somewhat primitive, 
looking more like an early 
French talkie with English sub- 
titles. Whilst I think there maybe 

3uite a bit of appeal for the bud- 
inq film director \r\Screenplay, 
ana the price of the package isn't 
extraordinarily high, I can't 
really see that there is all that 
much point to it, and in truth the 
creation of film or TV prog- 
ramme using this computer 
software seems to me to be 
stretching the point further than 
it wants to go, 

Roger Kean 
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CHIMERA 



Producer: Firebird 

Retail price: £3,95 
Language: machine code 
Author: S Ahmad 



New from Firebird's Super 
Silver range is Chimera, an 
arcade adventure set upon a 
large Flying Dutchman look alike 
spaceship. A strange ghost ship 
has appeared far above the 
earth and placed itself in orbit 
over the USA. Apparently, its 
weapons are trained on Earth, 
so America, thoughtful and 
carina nation that it is, has 
decided to destroy the ghost 
ship. Placed around the ship are 
a number of warheads, all of 
which need to be primed before 
thev can be activated, You have 
been sent upon 3 one man 
mission to prime the warheads 
and activate the destruction 
sequence to blow bits of the 
spaceship all over sunny 
America. Not a trivial task for a 
single operative, for wholor 
whatever placed the ship into 
orbit also placed many barriers 
in the way of anyone trying to 
activate the warheads. Your first 

( problem is to get past an electric 
ence. Hint: wander about the 
maze and you wiil soon find a 
spanner that can be used to 
manually deactivate electric 
fences. 

Displayed from a very Alien 8 
point of view, Chimera uses the 
now trendy Ultimate style of 
graphics. The main sprite h&s to 
be rotated until it points in the 
direction you want to move, 
then moved. Afong with the 
directional controls there's also 
a grab/use key for picking up 
and using handy objects found 
around the derelict hull. An 
scrolling message indicator is 
also included and provides a 
running commentary on whet s 
happening. If you do cop it in 

ial 1985 



your quest, then htll even give a 
short analysis as to you why you 
died. 

Death is waiting for you in 
many shapes and sizes, Grabb- 
ing certain objects can end the 
game rather quickly — if you 
reach for an activated electric 
fence, for instance, and you 
don't have the spanner then 
you'll have to start again. And 
radiators lap Up your limited 
water reserves. You have a lim- 
ited quantity of provisions when 
you set out on your mission, and 
it has to be completed before 
they run out. There's no mis- 
taking when you get killed 
either, as the computer yells out 
a hefty synthesised scream. 

Upon activating the warheads 
you then have a limited amount 
of time to return to your start 
position before the bombs go 
off. Naturally you want to save 
yourself as well as the rest of the 
world. Get back to home and the 

Same's over and everyone lives 
a ppily eve rafter. 



CRITICISM 



• 'What a plot! I've see 
in an Irwin AMen movie. Still the 
game's not bad. H's highly 
derivative, in terms of Ulti- 
mata's Knight Lore and Alien 8 
but when all is said and done, it 
looks good, plays well and kept 
me interested for quite a while. 
If more titles like this are re- 
leased for £3.96, we will all have 
something to be plea&ed about. 
H you bought the Ultimate 
gameSr then you may have had 
your fill of them by now. If you 
missed out or am just an addict, 
then this has to be worth 
gutting!' 

• 'Chimera is graphically very 
similar to the Ultimate games; 
one difference though is that it is 
definitely more of an arcade 
adventure than Ultimate** hits, 
As far as gameplay goes, ft is 
very easy to get into and can 



prove quite addictive but I can't 
help thinking that there is too 
fitt/e to the game, While the 
graphics are very good, there is 
hardly any significant anima- 
tion, which i$ a bit of a tat down. 
Chimera is well worth the £3.95 
asking price but f suspect it will 
mainly appeal to people who 
don't like complex arcade 
adventures. r 

• The thing that really gets me 
is that there is nothing to kill off 
in the game because of the logic 
problems. These, unfortunately, 
are trite, inane and (after figur- 
ing them out) leave nothing 
substantial to do. Bearing that in 
mind, there are some clever 
sound effects, good graphics 
and a game that will be some- 
thing of a challenge {If for sli- 
ghtly annoying reasons). It's a 
well priced game. Perhaps it will 
encourage better/ 



COMMENTS 



Control keys: Z, C r B r M rotate 
left, X, V, N r SYMBOL SHIFT 
rotate right, A to ENTER move 
forward, Q to P collect/use, 
CAPS SHIFT or SPACE to pause 

Same 
oystick: Kempston, Interface 2, 
Cursor 

Keyboard play: Very 
Responsive 

Use of colour: Reasonable 
Graphics: Good 
Sound: Good sound effects 
Skill levels: One 
Screens: 64 

General rating: Better than 
many full price games 

Use of computer 69% 

Graphics 72% 

Payability 73% 

Getting started 75% 

Addictive qualities 67% 

Value for money 81 % 

Overall 71% 



Another great new game from 



Bubble Bus 





_ GEOFF CA] 



CAPES 
STRONG- 
MAN 

Producer: Martech 

Retail price: £7,95 
Language: machine code 
Autnor: John Wilson 



Unlike some sports simulations 
Geoff Capes Strong M&n req- 
uires more than mere Joystick 
waggling. The game begins with 
;-j training session, the outcome 
of which governs your perform- 
ance for the six events. The task 
for this session is to build 
Geoff s strength up as much as 
you can. At the bottom of the 
screen you see an empty bar 
graph. You have to waggle the 
joystick like crazy for a Few 
seconds to get the red bar as far 
up the scale as possible. You can 
wimp out, and accept the default 
strength, but it's not that macho. 

Every event begins with a rest 
period, when you share out the 
strength you have built up. The 
energy shown on the main 
bargraph can be allocated to the 
eight body parts represented by 
icons around the edge of the 
screen. Moving the arrow over 
an icon, you hold down fire until 
the desired amount of energy 
has been transferred onto the 
smaller bar graph contained 
within the icon. Repeat this 

Brocess until all parts of the 
ody are awarded some 
strength. 

During en event, the rate at 
which a muscle's energy reserve 
is depleted depends on the level 
of effort you selected at the start 
and how often that particular 
part of the body is used during 
the task. Care has to be taken in 
allocating strength reserves, for 
if any part of the body is celled 
upon during an event and found 
to have no strength, then Geoff 
collapses exhausted and you 
have to begin the game afresh, 

During an event, the action is 
viewed on a the central area of 
the screen, around which eight 
icons are grouped. The most 
novel feature of this game is the 
way in which joystick waggling 
has been replaced with 'icon 
chasing', making it much more 
than a J how much punishment 
can you give your joystick' 
game. The Z and X keys are used 
at the start of each event to 
move a horizontal bar up and 
down on a scale from 0 to 100 r 
indicating the effort Geoff is to 
put into the task in hand. The 
more effort Geoff puts into an 
event, the more rapidly he can 
complete it, and the more diffi- 
cult it is for you! 



During the Lorry Pull, Barrel 
Loading and Car Roll events, the 
eight muscle icons around the 
screen flash, indicating the 
order in which the muscles are 
called upon as Geoff gets going. 
You must follow the order of the 
flashing fcons by moving a 
yellow arrow over each icon in 
the sequence and pressing fire. 
If you manage to follow the 
order, then the icon you selected 
flashes green. If you select an 
icon out of sequence then it 
flashes red. If you fan too far 
behind the sequence, Geoff 
grinds to a halt — and if you 
mess up totally, you can wait 
until all the icons flash red, 
indicating that the sequence is 
about to start again. The speed 
at which the icons flash yellow 
depends on the amount of effort 
you have selected — at TOO 
percent you daren't blink. You 
are competing against the clock 
in all 1 three events. 

The Log Chop requires you to 
press the fire button with split 
second timing. An Axe moves to 



ready. Hitting the fire button 
brings the hammer down with a 
vengeance. The quicker you are 
at hitting fire after the muscles 
have flashed red, the better 
Geoff does. 

Sumo Wrestling is the last 
event, and the only event where 
Geoff is forced to take on 
another competitor, face to face. 
The winner is the person who 
pushes his opponent out of the 
ring within the qualifying time, 
Pressing the fire button at the 
right moment gain ground for 
Geoff : bad timing loses ground. 

Although Geoff is awarded a 
score for the completion of each 
event, the aim is to complete all 
six. If he fails in any event, either 
because he was exhausted or 
because he foiled to qualify, 
then a new game starts. Should 
Geoff emerge from the events 
victorious you can have another 
training session and begin ag- 
ain, but this time the events are 
harder to complete than the time 
before. If you want to keep 
measure of your muscle power. 




and fro across the screen, above 
a log. When fire is pressed it 
descends and chops a lump gut 
of the wood. Sections of soft- 
wood take one chop to cut 
through, hardwood needs two 
chops and knots, toughest of all „ 
three chops. The aim is to select 
an easy section of log to attack, 
so you can cut through within 
the time limit 

Barrel Loading uses both joy- 
stick waggling and icon chase, 
Geoff must Toad five barrets 
onto a truck within the time 
allowed, Waggling the joystick 
moves him over to the barrel 
and makes him pick it up. From 
here on, chase the icons until he 
reaches the truck, then press fire 
at the right moment and Geoff 
lobs the barrel into the truck. 
Then it's back across the screen 
to collect the next barreL . . 

The Fa i rg round Bel I re I ies on a 
sustained period of waggling, 
until ell of the muscle icons flasn 
red indicating that Geoff is 



then remember to enter your 
name on the high score table. 



CRITICISM 



m Though not being overmen 
on this type of simulation I was 
quite impressed by Geoff Capes 
Strong Man. Unlike other sport 
type simulations, this one was 
not wholly dependent on joy- 
stick waggling. The muscle 
selector is a great idea — com- 
bined with the effort selector, 
quite a brt of control is available 
over Geoff, For a one-load 
game, there is quite lot scope, 
with the six events being quite 
different from one another, This 
is definitely one of the bes* 
games of this type to appear on 
the Spectrum, Worth a look at 
over the yuletide season.' 

• *Sports simulations have 
become a bit long in the tooth 




now but Martech's latest release 
injects new vtgour into the now 
worn idea. Because the game 
doesn't depend so much on 
smashing your joystick it is 
much more enjoyable* The gra- 
phics aren't that impressive and 
the game suffers from a distinct 
lack of animation, but overall it 
presents a fair challenge. This 
type of game is very playable 
but after you have pla yed alt the 
events it can start to get a hit 
boring. Geoff Capes is definitely 
one of those games worth gett- 
ing if you know you like the 
type.' 

• p l liked the way in which 
reaction skills as welt as joystick- 
destroying ability have been 
combined in this game. The 
events all present a fair chall- 
enge — with the possible excep- 
tion of the Log Chop, which is 
graphically uninspiring and 
wny simplistic. You just nave to 
crank effort up to maximum and 
keep pressing the fire button at 
the right moment. Overall a nice 
competitive game, from a diff- 
erent mould to Daly's and the 
rest. The tunes which accomp- 
anied each event were quite 
jolly, tool' 



COMMENTS 



Control keys: Q to T left, Y to P 
right 1 to 0 up, A to L down, 
SPACE to fire 

Joystick: Kempston, Interface 2 
Keyboard play: not 
recommended, especially for 
building up strength 
Use of colour: effective 
Graphics: nothing special, 
really* but adequate 
Sound: appropriate tunes at the 
start of each event 
Skill levels: one r getting 
progressively more difficult 
Screens : 6 events, plus High 
Score table and training screens 
General rating; a pleasant 
change from perpetual joystick 
waggling 'athlete' games 

Use of computer 77% 

Graphics 71% 

Payability 85% 

Getting started 81% 

Add ictfve q ua I it i es 73 % 

Va J ue for mon ey 79 % 

Overall 78% 
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VIDEO VAULT INTERNATIONAL 

,10* REPAIR SERVICE 





S*"f%r> SPECTRINS REPAIRED for only £19.95 

including PARTS - INSURANCE and P & P. 




IUn UinnPLM We don you a between price and let you guess 

CVTDAC don't need to boast about our service, we have 

E A I Kna iooos of customers from all over the world highly 

— deiignted with our sendee and help. Only 20 

minutes from Manchester Centre. BBC, Commodore &4, Vic 20, also repaired 
call us for details. 

Don't wait weeks for your repair we turn around all computers In 24 hrs AM 
repairs carry a full 3 month guarantee, plus on every Spectrum we repair we 
send you a tree game worth £5,95 for your enjoyment and pleasure. 

* WhlH? you wait service by PrcrfttslrjrwL * MOST S[>KCrum5fWlrrfimthin4&rnlmjC« 
Computer Engineer* * AIM if OS Insured for return fOumey 

* 3 monffi witter guanmee an 311 repair* * ^eyDtjr-J *<su V* -jn Y lb 

* InteiTiflaorwl Repair Compariv VV^r«j3fcr * StrVSQl refers undertaken ■ recount au&ila&le 
corriputfrg from all over tin* wofid. * Fr« «^afswlmeKh$i»i^rurnrEpaired 

. All cpmnuters sent try Han order turned . Over t & arc eapen* nte working wich 
around hi Utirc. comcKicers. All camouan fully tested 

just parcel your computer in suitable wrapping endosl ng ti 9 9$ for Spectrum reps I rs , pie*$e do not send power 
HOW TO SEND supplies, commodore computers, just send £1.75 <u.K. Eire, l.o.M. c.l.y or ES.50 iEurope/scandinavka) with your, 
umi in Mum i-ri-n addresser phone nwm Per and we contact you same day phone or letter with quote, If you prefer, psease 
YOUR COMPUTER call us and we will giue you a ciuote over the phone we aim to please. That's what made us the most reliable 

service centre. 







COMMODORE 64 

* NOW REPAIRED * 

Call us for details or purchase 
the i.Cs from our DXY. section 





SPECIAL OFFER! 



YOU CAN T REFUSE 

To onaertJie upgrade^ 
(only tXfMA 



THE 

LOGICAL 

THAT CANNOT BE B 
BEATEN 





STOP 
PRESS 



VIDEOVAULT LTD w|« ««WrtJf 116 
opening tnax iMe*Bran*Hi 
Manchester City Centre for 

watch this space to details of 
Special openin g offers 



♦SPECIAL 

KEYBOARD UPGRADE I 

v Why not 
'v upgrade vour 
3 Spectrum into 
w * * new Aboard, 
we can upgrade your 
ofd Spectrum into a new 
d.k. Ironies keyooard 
for only £31.50 rfS^s 

without fitting 



D.I.Y. 

CORNER 

we regret we cannot 
show all trie components 
available. Just give us a 
call and we can quote you 
over the phone, deJiuery 
by return. 



Spectrum Parts 



78QACPU MB 

ailfiffarns 0.95 

ZTX6S0 0,60 

service Manuafe 20.00 

ULA &C001 9.S0 

TranststofZTX213 0.30 

Transistor 13 O.W 

Keyboard Membrane 5,00 

Keyboard Template 5.00 

Keyboard Mat 5.00 

PCwwSupOlv Units 7.95 

Feet (Each, Q2S 




Commodore 54 Chips 



6526 
€510 
65S1 

901227-03 
901 22G fli 
901225-01 

41 &4 Rams 
Power Supply I, 



All prices + P.& p.flso 
But include V AX 



VIDEO VAULT HEALTH WARNING!!! 

■ Sending your computer to any other Repair centre can seriously Damage its Health 





WEEK Telephone: Glossop (STD 04574) 66555/67761 
140 High St West, Glossop, Derbyshire, England 








Swords and Sorcery you play the part of an adventurer who has 
entered the catacombs wherein lies the priceless armour made by 
Zob, Master Armourer. As you progress round the network of corr- 
idors and rooms that form the playing area of the basic game, your 
character will sfowly develop skills and attributes — which can be 
saved out to tape and re-used in subsequent games, or indeed, 
transferred to other gam& scenarios. 

To begin with r your character is not blessed with very much in the 
way of spell-casting abilities or fighting prowess, but as you en- 
counter monsters and defeat them and find objects and use them 
your character becomes more powerful With practice, you will learn 
how best to use the treasures, weapons and artefacts contained 
within the dungeon, gaining skills and becoming more able to deal 
with the tricky situations that await you around every corner, 

Spells can be cast, monsters greeted, threatened, fought or bribed 
and a whole host of tricks, traps and problems lie in wait as you 
explore the dungeons, using the computer as your eyes and your 
wits as guide. Moving through the corridors and rooms, a view of 
your character's progress is presented in a three dimensional 
window, which presents a moving picture rather as if you had a 
I video camera strapped to your shoulder (Weeeell, not exactly in 
1 glorious living technicolour, but we re talking Spectrum here, not 
Cray 1!i 

For £9.95 you certainly get your money's worth af fun — and for 
those who want more, PSS will be offering a range of extras which 
enhance the initial playing environment A village module* due for 
release in the New Year will allow you to take a character into the 
world outside the dungeon. It'll be possible to trade articles from 
your character's inventory for objects in the village — weapons and 
charms may be purchased, for instance, and then taken into the 
dungeon to make life easier on the quest, 

And there's no reason why a character run by one person can't be 
pitted egafnst someone else's Swords and Sorcery persona — an 




u 



arena module is on the drawing board which should allow tw 
people to load their characters into a common en vironment and slui 
it out I The definiti ve answer to those ' my character s tougher tharj 
yours" arguments. These add-on modules will cost less than £5, 
each, so snoufd be within every player's financial grasp. 

All this variety is made possible by the MIDAS system, un 
which the initial module. Swords and Sorcery, was written. In tl 
basic game, you have three dungeon levels to explore. No less thu 
forty eight different monsters lurk round comers and hide in room 
Each monster has its own particular characteristics, strengths am 
weaknesses — and it is up to you to decide whether to fight or fl 
when you come across one of the dungeon's animate inhabitants 
It's a captivating game, which can be played in a number of ways 
going on a monster hunt for example, or entering the dungeon 
a view to improving your character's skills in a specific area, perhapiT 
magic-using are just two possible approaches. There's always * 
lure Of that priceless armour . , Ou r Mr Brewster was well irr- 
sed with the game — it's a SMASH this issue, at any rate — "a 
mi stake I" 

For fun, we J d like you to design a monster that might be fouru 
round a corner in Swords and Sorcery. Top prize in the monster- 
designing stakes is a real laser disk based video game — Dragorfi 
Lair — an ideal means of filling those little awkward moments rPj 
between games of Swords. Twenty five runners up are going to wfflM 
their very own PSS Goodie Bag, too, containing software, post^F 
badges — the usual range of nice things to impress your fnerdf| 
with. 

What vou have to do is design (create?) a monster. A 
original {and probably very nasty) monster that hasn't ar 
anywhere else before, except in your imagination Send us 
description of its appearance, attributes, weaknesses (if any), di 
acter, magic using abilities and general temperament. If you resitd 
want to round off your entry, a picture of the beast might be an ideal 




COMCON TWM JOYSTICK 



— if you can bear to actually commit its for in to parchment. 
To give just a tittle taste of the kind of monster we mean, beres a 

coupla of thumbnail sketches taken from the Swords and Sorcery 

manual: 

DEVIL MAGE: A Devil Maoe is a powerful magic-using devil called 
up from the Abyss, Devil Mages avoid hand to hand combat, prefer 
ring to blow their victims apart from a sensible distance. Not even X 
remotely harmless. 

GORGONS: In Greek mythology. Medusa and her sisters were 
Gorgons with the ability to turn those who viewed them into stone. 
Being turned to stone is ever-so-sllghtly fatal. As a rule, avoid 
Gorgons— unless you want to be stoned. 

REVENANT GUARDIANS: These unfortunate creatures were once 
adventurer? like yourself. They have been bound into perpetual 
service as guardians, and though their flesh has long since rotted 
away, their powers remain strong. Beware, last thta happens to 
you! 

Now, these little pencil portraits are very short r pithy and to the point 

— when it comes to describing nearly fifty monsters in a game 
manual, there's not much room to go into anything more than the 
salient details. Go into as much detail as you like, within reason, 
when it comes to describing your monster. 

Good luck r don't get too frightened while you work on your entry 
and make sure it arrives at SWORDS AMD SORCERY COMPETITION, 
PO BOX 10, LUDLOW, SHROPSHIRE, SYB 1DB by or before 30th 
January 1986. And don't even dream about cheating. We've got a 
copy of "OUT OF THE PIT", the Fighting Fantasy Mon stenography. 
It'll be reviewed along with your creations, probably in the March 
Issue. 






Simple and fast 

Krog ramming: Plug the six 
mction connectors into the 
required Spectrum key 
positions - Ready! 
Supports joysticks with two 
independent fire actions: 
Photon Blasters and Neutron 
Bombs at the touch of your 
fingertips. 

Extension port for combined 
use of peripherals. 

Compatible with all Atari- 

ape joysticks including 
uickshotll {without rapid 
fire option), 

Select key functions anytime 
- even when the game is 
already loaded 



incLVAT+PiP 



DIGIT 

Provides a professional 
tactile feel to your Spectrum 
Plus by removing the 
dreaded rubber membrane. 
Kit comes complete with a 
manual for easy conversion. 
Stop winqeing and moaning 
DIGIT! 



Two port version allows 
connection of two joysticks 
for sequential two player 
games using same key 
positions 

(non-independent!| 



incl.VAT+P&P 



£22.95 

QMCKSHOT2-+2 
JOYSTICK 

modified to incorporate 2 
independent fire actions and 
no rapid fire option 

£11.95 incl VAT -f P&P 

FUGHTUNK HOTSHOT 
JOYSTICK 

with two independent fire 
actions 



incl.VAT + P&P 



DIGIT! 

£9.50 



ncl 



v&T + Pf&P 




FOR EACH COMCON OR COMCON TWIN 
ORDERED TOGETHER WITH A QUICKSHOT 2 + 2 
OR FUGHTLINK HOTSHOT JOYSTICK A 
COMBINATION DISCOUNT OF £2.00 MAY BE 
DEDUCTED. 

ALSO AVAILABLE FROM SELECTED RETAIL 
OUTLETS 



MrVMrs./MiSS: 



Address; 



Postcode : 



Qty 


Code 


Item 


liefTi rTlw 


Total £ 




01 


LrOrncon imBrTace 


£19.95 






02 


Comcon Twin Interface 


£22 95 






03 


Quitfcshot 2 +2 Joystick 


£11.95 






04 


Flight link Hotshot Joystick 


£ 8.95 






05 


Curreh uSpwch Unit 


£2195 






06 


Digit keyboard improver 


£ 9 50 






07 


Less Combination Discount 


-£ 2 00 




1 enclose a cheque/postal ordwr made payable 10 
Send to: Frel Ltd, tor: 


£ 


rnri 1 Hockeys Mill, Temeside, 
rnCL LI III Ludlow, Shropshire SY81PD 



; PHONE LUDLOW (0584} 4894 
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A Chance to Complete Your 
Collection of Ocean's 1985 
Premier Cru Vintage Games 




To test your awareness of 
Spectrum Software in General 
— And Ocean Software in the 
very particular — we've asserts 
bled screen shots from the Eight 
Ocean Games released m 1985 
All you have to do is identify 
them. Easy Huh? 

Well, we thought it was a bit 
TOO easy, really, » we've 
complicated matters a little hit. 
Whet we've gone and done Is 
messed round with the photies 
a little bit — you haven't quite 
got the full picture to play with r 
as they say, iHeav&n knows whp 
THEY ere, but we'll feave that 
question for another compet- 
ition shall we? — Comps 
Minion) 

If you can identify alt eight 
Ocean games from the frag- 
mented photies presented here, 
you could complete your collec- 
tion of Ocean Game* — you can 
choose one of the eight games 
on these pages and rf you win, 
you'll receive it totally free of 
charge Five particularly tucky 
persons will also win their game 
inside en Ocean Goodie Beg — a 
tasteful sports /computer bag 
that will make you the envy of 
your friends. And who knows, 
the chaps at Ocean might feat 
moved to pop e few extra good- 
ies in, byway of a 1986 surprise \ 
over the pictures, flip 



OOPS, in an envelope, stick a 
stamp on it and despatch with 
all haste to OCEAN CGMP, 
CRASH TOWERS, PO Bo* 10. 
LUDLOW, SHROPSHIRE, SV8 
IDS. 



through your Beck Issue collec- 
tion If you're really stumped, 
end work out the names of the 
games. Jot them down on the 
entry form, next to the identify- 
i no letters and then, so we know 
which one of the eight games 
you'd like, ring round the game 
of your choice. Add your name 
address, put the form in an 
on a low oven 




Get the eight na mes right, gt 
the entry form into the special 
cardboard box before 30th Jan 
1988 and you couW be a SPOT 
THE GAME Winner, Off you go 
now . - - 



I'M PLAYING OCEAN SPOT THE GAME 

I've worked out the names of the games and have 
written them ever-so-neatly against the letters below, 
which correspond to the piccies, AND I've ringed my 
choice of prize. 



B 



My Nameipoos is: 
AND I LIVE AT 



POSTCODE . 
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THEIR ONLY HOPE WAS YOUR 
PROMISE TO BRING THEM BACK ALIVE.... 

Itl- U ll-IHLII) II 



INCREDIBLY REALISTIC 
VOICE SIMULATION 




■ 



L 



t ii n 



ONE PLAYER PLUS TRUE 
HEAD-TO-HEAD TWO 
PLAYER FACILITY 

HIGH 

RESOLUTION 
ANIMATED 
GRAPHIC 
SCREENS 






The continuing saga pits allied forces against foe cruel dictator who escaped the destruction of the fortress with remnants of his 

army and prisoners captured during the land battle, 
Produced for the COMMODORE 64 and coming to a computer store near you! 
Whiten by Roger & Bruce Caver • Directed by Bruce Carver • ProouredbyChrisJ.Jones # Distributed by David L ftshby 
Illustration by Oliver Frey (Newsfield Publications} • Manufactured in the U.H by U.S. Gold. 



This is a slightly shorter version of the Forum in order to Fit in a BUG 
BOX special bv PAUL MALUN50N from Doncaster, whose comic 
strip The Day the Bugs took over at CRASH and ZZAPF' impressed 
me no end when rt turned up earlier in the year Some of its contents 
have become out of date due to changes in the ZZAP! editorial Seam p 
but the general story still holds good — and I'm flattered! 

Instead of kicking off with the Letter of the Month, the writer of 
which receives £20 worth of software of their choice, don't forget, 
this month it is the second one in. because of the way they Now! 



NOT LLOYD'S 
FAULT 



Dear Lloyd p 

I have been reading CRASH 
since the June 85 issue and I 
would I ike to say a few wards on 
you r magaz i n e, Fi rst I would I ike 
to point out that this letters 
section is for everybody, Most 
readers do not want to read 
about thirteen year-old school 
boys called Mark Jagasia (no 
offence). We do not want to read 
about CRASH making an error 
on Dambusters by putting 633 
instead of 61 7. Now come on 



CRASH readers, pu I [yourselves 
together. Let's make a fresh start 
in the January issue. There, 
there Lloyd P I know It wasn't 
your fault 

Secondly, your reviews, I 
woutd like to say that they are 
great. Keep it up. Overall Lloyd, I 
think the meg is really, really 
terrific and I shall always buy it, 
no matter what the price. 
Michael Handy, Tyne & Wear 

Thanks Michaef r tYs nice to 
kno w there are stiff a few toys/ 
fans out there, who appreciate 
my hard work! 

Unfike the NEXT reader . . , 
LM 



I5TMA5 MESS AG I 




Oh ywoe is me 1 1 have failed vol*, oh CRASH readers, and this mean spending 
Christmas on the CRASH Gibbet enduring eM sorts of unpleasanlries, Uks being 
forced to watch Gary Liddon eal juicy slugs and being made to listen to Klaus 
Wunriertich and bis amazing oroan. ON the Merciless is sptJy named, 

There's no fabaroonie subscription offer this month, For yuu To tip&rid your 
Christmas Pennies an, you see-. Oh dear I'm in trouble 

Fear not, though, folks. Once I've listened to Che collected wor*s of Klaus l^yi 
Santa Klaus, sadfyf I will get IO work and altempt Eo make imt-nds i)v preaeftjjng 
you with a Iruly wonderoos dear lo star! the New Year with. So don't tosh off and 
spend all you 1oa1 until you've seen whal's on offer m our February i&su&. Which 
you ' 1 1 be able to get at the and of January IS8G. 

And for all you disappointed peoples, sliPl wailing for Street Hawk r which you 
ordered ages and ages ago r here's some new: Auntie Agg ie assu nes Thai sh& 
should be receiving me game from Ocean by Ehe end otthis year H you Can't 
stand we itl ng any longer, give her a ring on 0584 5620 and she" If l<?t you k now the 
titles ol the games you can have as an allernative. 

Ho hum. It's off to the Gibbet. Think ot me r white you're Opening yourpressie* 
and eati ng Ch risl ma s Pud. I don" t expect I'll even got a Stray ilug from Mr Liddon' s. 
suppry He's sddoo greedy F 

See y'aN in T9B6, and havo a happy fastivni wOttiT. 




GET IT TO GETHER 

M&ngram: 

Three cheers on making a 
complete hash of the I a si few 
issues of CRASH, reducing 
Forum to the level of such trivia 
as the late lamented 8ig K. Way 
bach in the good ok* days of 
Angus Ry all and the Terminal 
Man, before Roger Kean 
became 'Publishing Executive', 
you used to complain about not 
having enough space to print 
pur letters (presumably why my 
letter never got printed), 

Now the amount of Spectrum 
software being released is 
tailing off, you apparently have 
too much space and same 
bungling minion has decided to 
fill it with the pathetic Bug Box. 
This reader seems to recall that 
the original Oil-bugs were small 
pictures, tastefully drawn by a 
good artist and designed to liven 
up Ihfj Forum and to break up 
the text Into smaller, more 
readable blocks, alleviating the 
boredom of reading pages 
totally filled with text. Perhaps 
the idea was to make Bug Sox 
like this but the intention was 
surely not for it lo take its 
present form — namely, a load 



of infantile bull 

Any halfwit three year old with 
a crayon could reproduce some 
of the pictures' in your pages — 
even you cou I d do it. Also, the so 
called cartoons about 'Life at 
CRASH" are drawn by a load of 
infants who think they are really 
amazing guys who know 
everybody on the CRASH team 
and have the right to mouth off 
at them, pretending to be on 
familiar terms. These cartoons 
aren't funny, just foolish and 
immature, 

Also I cannot compliment you 
on your choice of letters — 
'Electro Bop', Knight Lore/ Alien 
8 controversy end the wombats 
who write 'funny' letters (most 
of which are just rubbish). 

Now Lloyd you cannot 
wriggle out of th is by say 1 ng you 
Just print what we send in — it's 
you who decides which of the 
letters actually go to print. Ofcay , 
after all the abuse, here are 
some suggestions as to how to 
solve the problems. Ban Bug 
Box an d get 01 i back o n the job. 
Print more letters like David 
Slater's in the November ish. 
What about cutting out a lot of 
the trivia by printing a photo of 
yourself . This may reduce your 
status as an enigmatic figure but 



would reduce the number of 
silly letters and cartoons. 

If CRASH continues on This 
decline, it is in danger of losing a 
reader. That may not seem like 
much to you but t assure you 
there must be many others like 
me who feet the same way* If 
you're not careful, you could 
end up with a small readership 
composed mainly of the 6-12 
age group. 

Torn Buchanan, AberdMuhlre 

There*s some good points there, 
Tom, and Nq, I won't wriggle 
our ft tS true, however, that the 
F orum does tend to reiy on the 
content of what's sent m — 
that's on fy fair. / wouid like to 
hear what other readers think of 
these points. As for BUG 80X, t 
must say th&t some of the stuff 
has been very good, t think 
anyway, and I nope you think 
this month's cartoon is actuat/y 
worthy of being printed. Over to 
you Tom (and that's one fetter 
you have got printed and what's 
more, / thought it was 
interesting enough to be this 
month's terror the month — 
software on its way/! Torn isn't 
atone in his thoughts however 

LM 



RIDICULOUS, 



COMMENTS 

Dear Sir, 

I am writing to your magazine 
for the second time to tell you 
what I and many of my friends 
think about your Forum. I think 
it's the most interesting part of 
the magazine because! like to 
hear what other people think 
about the magazine and about 
the computer market as a whole. 
But 1 also fee \ that people write 
some really silly letters as well. 
For instance, some moan about 
small printing errors or whether 
Ghostbusters is good or not. 
This is a matter of opinion and 
the whole universe does not 
want to know I also think that 
the petty comments on whether 
Lloyd Mangram f$ better than 
Robin Candy are ridiculous. 
Every mag makes mistakes and 
even CRASH is not perfect. All 
these letters take up a lot of 
space and spoil the Forum 
somewhat 

Another point I would like to 
make is about software piracy, 
Some software companies are 
making it very difficult to copy 
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their games, Although this 
poses few problems far the 
home copier, who can spend 
time on one game, it must cause 
many more mistakes on the big 
time crooks' mass copiers. 
Incidentally, a certain high street 
store does not allowtheir games 
to be tested. They do however, 
let you buy the game, take it 
home and as long as you have 
the receipt, take the game back 
and get a refund, Surely this 
makes it difficult for those who 
need the game only for an 
evening in order to copy it? 
Although they might get 
suspicious after a while, 

I would also like to point out 
that rhe Adventure International 
advertisement in the November 
ish is extremely misleading. It 
says Gremlins is a Smash but 
the June review says nothing of 
t he sort f It al so c I a i ms that Robin 
of Sherwood is a Smash when, 
to my knowledge, is has not 
even been reviewed yet. 
Sean Cros&an, Cambridge 



/ confess to being surprised at 
how many readers do concern 
themselves about whether Fm 
better then Robin Candy or not 

— there's no argument after ait 

— t f m better. You weren 't the 
on/y reader to wonder about the 
Adventure fntemation&t ads, 
Sean . . . 

LM 



Dear Lloyd. 

Adventure International are 
stretching the truth just a bit. tn 
CRASH 22 page 130 the advert 
for Gremtins labels it with a 
CRASH SMASH award, but 
Derek, although he liked it only 
gave it seven out of ten, Robin of 
Sherwood was indeed a SMASH 
but wes not a ZZAP! SIZZLER as 
the advert would have us 
believe. Both these awards are 
thought to be about the ultimate 
in reviewing marks and they act 
as a great influence on whether 
or not to buy , Whilst both the 
games are very good, surely Al 
shouldn't be allowed to do this? 
Anthony Bailey , Carshahon, 
Surrey. 

The Ad International business is 
a bit of a mystery to me, 
a/though it's true that they were 
totdthat Robin of Sherwood was 
a Smash — the reviews were 
completed in between issue 
dates and they got that into their 
next ed rather fast. Ho w did it 
happen then? 

As to the Mangrami Candy 
type fetters — we//, here's 
another . « . 
LM 

SUSSED! 

Dear Lloyd, 

You may be able to fool some of 
us most of the time, most of us 




MANCOMP SPECTRUM MANCOMP BMC 

iXPRESS 
SPECTRUM 
BBC REPAIRS!! 

First com p Any ( n all U.K. to fntrodtra while u waJt 
servicer Now first to Offer an Int ernational 
r«paJr iervf»l 

"I haw cqme across a fam rjiat will be mgr* than willing to advise you as to how 

CO remedy your proDlem They m cabled MANCOMP. and as well as itpatnnq 
'd u sty Spectruins. are arso quite willing to drscuss your pi • jDiems with you. and offer 
feasondDiy cheap, <kk3 {MORE IMPOflTAMTlVftorreti cutri " 
PHI login *m*c 1 FWcf, P^puJjF CHnfwtiof w»kPy Jan. Itas |UgMV, ffe.l \ 
"My Spectrum blew recently i rook \i to MANCOMP, who taetf it in 8 mrnutes' 
And tof less chan £10. Tlhey are local clued up, and oiinojngly e mcieni. " 

Conputrr roiumn. * HevitOtH D*g*ft" (VoML N 0 . 1 1 ] 

"Ore firm, ai least tan usually effect any necettary repair ove* the counter in 45 
minuies. Based in Manchester , MANCOMP can offer what rs argua&iy the fasrest 

ttjfnarajnd m tfwr business, to persona! calirri' o *sti M*g*t in*". June itas 
"Of all the repair companies 'SmtMUstr [0. MANCOMP seemed rne most 
professional when it came to advice and a nefpfai attitude " Auguit 5 us 
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* Send Spectrum end El. 80 return postage [UK), £2.50 [Europe), 
£6.50 (Middle East, Africa}. • Or phone/bung Spectrum tor frgg. 
no obligation estrmate * We repair most Spectrum* Jn minutes. 

* Every Spectrum sent insured and by receipted parcel post (U.K. J, 
registered air mail if overseas. • No hidden costs. 

MANCOMP LTD. i opt cm 1 ., 

Printworks Lane, Manchester M 19 3JP. 

nmm 061-224 1888/9888 

H Open 9*. m, till 7p.m. Mon. to Sat. 

■ We also design hardware and software from idea through to 
jj manufacture 

MANCOMP SPECTRUM MANCOMP BBC MANCOMP 
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some of the time, but you can't 
fool all of lis all of the time. You 
see. Mangram, we've got you 
sussed , You're no overworked 
underpaid superstar. You're not 
even called Man gram, 

Yes Lloyd, you re that world 
famous con-men, Ivor 
Di&guisor Wfth your millions of 
disguises, you could pass 
you rself off as a nyone you 
wanted to. You've been trying to 
rule the world for years, haven't 
you Ma ng ram? They say Hitler is 
dead but they never did find his 
body, did they? 

Now you have a new plan. 
You've led us along for almost 
two years but you have been 
Bjusaed al last. Every CRASH 
Smash was written by you. 
E ve ry ga me written by so m ea n e 
else was written off. Now you 
ha ve got everyone playing your 
games, they can't stop. Aff you 
need to do is stop making these 
games and stop writing CRASH 
and Britain will he yours. Soon 
the rest of the wor ld will follow 
and your ambition will have 
been achieved, 

Well, I'm going to stop you. 
Ha I Yes, ? too can disguise 
myself end I've found out all 
your secrets. You see, I am 
Robin Candy. I print tips and 
pokes so th at your games can be 
finished. I too wish to rule the 
world and I will 

Of course I em open to bribes. 
For Scooby Ooo and Robin of 
th& Wood, you can have 
Australia, China and Russia. If 
you decide to throw in 
rtypersports too, we'lf let you 
have America, If you keep 

Erinting your brill mag, you can 
ave Luolow — if you re lucky. 
I'm waiting for your reply. 
Neil Commins, Stockport, 
Cheshire 

Actua/iy t did write a game once, 
/t was a huge maze game, and I 
wrote ft in BASIC on a ZX8 f 
using PR/NT A T statements for 
the Stock Graphics, Jofty pood it 
was too, Franco Prey did the 
movement routines forme to 
guide my iittte hero {en X} 
around the maze. But you can *t 
foot me, f know you *ns not Robin 
Candy because yourspeffiog is 
too goodr 
LM 



ASTRO WHAT? 

Dear Ltoyd, 

How on Earth can Hewson 
Consultants be se nous by 
launching such rubbish? I am of 
course, referring to Astro-C/one, 
I had bought A vaion and 
Dragontorc previously and 
found them to be entertaining 
and excellent. So after reading 
your review of Astro-ctone I 
went out and bought it. I 
wondered why you had not 

Biven it a Crash Smash. When I 
jaded it I found out, The game 
was a terrible disappointment. 
The 'Defender' screen was so 



frustrating, I could barely look at 
it After takinp the Valium, I 
loaded it again, hoping that the 
screen might just be a bug in the 
program J just can't believe that 
a game with such a brilliant title 
screen and excellent 
predecessors can be such a hair- 
t earing, nail-biting pile of 
machine code. Maybe I'm over- 
reacting hut when I had finished 
the game I was a nervous wreck 

I spent a whoie twenty 
minutes trying to find the so 
called Seiddab cruisers and 
whe n I d id f i nd one, i t was on ly a 
fleeting glimpse because I was 
instantly destroyed by the 
millions of asteroids, rockets, 
lasers and so on, I hate this 
game so far. I've played it 
sixteen times so Tar and maybe 
I'm useless but I only found a 
star base twice and this is the 
worst bit. When you've docked 
in a starbase and you are in a 
room, it's really hard to see what 
you're doing because 
everything is the same colour 
and (found I was picking things 
up without realising it. 

It's a great shame Steve 
Turner should write such a load 
of rubbish. Perhaps he should 
redesign the whole thing* 
Otherwise, I hope that Robin 
Candy prints some pokes to 
bypass the "Defender' screen. 
Lastly, I would like to point out 
that your review of Starquake 
was slightly misleading. There 
are in fact fourteen teleports and 
not siv. as your review stated. 
NeilJackson, Kennington 

tm sorry to hear that you didn 'ft 
aren't enjoyfing} Astro Clone, f 
ha va to admit to not pfaymg it &ff 
that much myseff, although / 
have watch the great RC 
whizzing around the place. The 
'Defender* screens didn 't seem 
as impossible as you describe, 
and / thought the starbase 
interiors were very good, 
especiaf/y with the controt 
method employed. However, f 
would agree that the game isn 'r 
as wonderful as the Avalon duet 
tfs worth remembering that 
programmers, fike anyone e/se, 1 
can be uneven in making things. 
But it's surety hardty deserving 
of the term 'rubbish'? 
LM 

YOU'LL NEVER 
PRINT TT 

Dear Lloyd, 

I know there's no chance of this 
Tetter being printed because you 
make them all up. And you print 
alf those letters bringing down 
Robin Candy while the rest of 
you get praise {mind you he 
deserves it). Anyway, to the 
reason why this Setter won't gel 
printed. The other day, I was 
thumbing through a copy of 
ZZAP! (forgive me J ana to my 
horror discovered that w about 
you, like how old you are. You 
tell us nothing Farewell, Lloyd, 
Keep lookingl>ehind you. Any 



"What's that picture supposed to be?" 




HOUR 




i 




"Er, eye-catching, that's what it's supposed 

to be." 

"But it doesn't tell you anything about the great new 
icon-driven Battle of Britain strategy game, THEIR 
FINEST HOUR, from Century Communications, publishers 
of THE FOURTH PROTOCOL I mean, what's it got to 
do with using your skill and judgement to stem the almost 
inexorable advance of Goering's Luftwaffe? Does it tell you 
anything about the deployment of Spitfire squadrons and 
ack-ack batteries, the allocation of fresh pilots, or keeping 
in touch with the weather forecast? How about the daily 
reports you have to make to Winston Churchill, and the pulse 
rate feature where you control the speed of the game? 

"Weil.er..." 

"Right, we'd better hurry up and design a new ad before the 
game hits the streets on 9 December, and people start 
writing to and phoning Century Communications at 
62-65 Chandos Place, London WC2N 4NW, Tel: 01-240 3411 

and asking for copies." 



FINEST 



HOUR 



Their Finest Hour — a great strategy game simulating 
The Battle of Britain, by Nicholas Palmer and John Wilson. 
Published by Century Communications for the 4SK Spectrum at £9.9 S. 



00 



at* 



day now and 

Jason Ayres r Eynsham, Oxon 

As a matter of fact t'm a/most 
exact ty twice ftobm Candy's 
age, so there's one 'fact' — but t 
know you won 't believe it. k 
wasn 'f the money fared me onto 
the ZZAPl pages — it was the 
promise of a much bigger desk 
( which / didn *t get — never trust 
management}, and I don't think I 
answer tetters that stag the 
Spectrum in any favourable 
way, Would t do a thing like that, 
e ven for a bigger desk ? Angus 
Stopped writing for CRA SH 
because he got a different 'da y 
time' job at Games Workshop 
when they stopped doing 
computer so ftware, and 
because he wanted to do more 
writing along the fine o f short 
stories and things — and yes, we 
might start print in g some of our 
hi-seores t although you have to 
remember, we don 'r ha ve time 
to get them — we're too busy 
fo oking at the next set of games! 
LM 



HYPOCRITES 

Deaf Lloyd 

What the he) I is all this fuss 
a bout pi racy? You want to stop 
piracy - no way! Simply because 



it remains too easy. Just look at 
the number of commercial 
copiers (whenever a new 
security device is invented, you 
can bet your microdrive there 
will be a new way to crack it), 
What you &ay about piracy will 
get nowhere while your 
magazine continues to carry the 
adverts for them. It just makes 
you look a hypocrite. Can't you 
see that? If magazines stopped 
printing these ads. it would help 
much more than just talking 
about it Anyway r I'm sure 
someone else would buy the 
space. 

S Mabley, Kings Lynn, Norfolk 



f doubt very much whether us 
printing copier ads m&kes a jot 
of difference, and we aren r t 
hypocrites — the ads are for 
microdrive facilities. Besides 
which ait the arguments put 
forward in this coiumn and any 
other in CRASH in the pest fit's s 
subject I've tried to drop tatefyj 
have been about either the 
morality of piracy or the idiocy 
ofhefpmg to destro y an industry 
that provides entertainment No 
one at CRASH has EVER 
suggested you can stamp out 
home copying — so perhaps 
y ou had better go back through 
CRA SH and have a took at some 
of those oid arguments. 
LM 




WATERLOO v 

SPECTRUM 48K £9.95 

" 1 Playei i game agflinsl Wellington 

* All graohic map representation of the 
Waterloo battlefield 

* 3 IbvbIs of pi uv 

■ French army has "irrteJii^errt corps 
commanders — you can give them full 
command or a corps or you can give 
corps ur unit order* 

* Detailed booklet 

* Full details ot terrain rwrture arid 
realistic strunypOtntS 

Buy one; of Ifiese games and enrol in the Wb rmaster Club and get another 
Lothlof ien game free 
M C Lorhlnf ien Ltd, 56A Pe^ law, Poyritan. Tel : 06? 5- 8766*2 



AUSTERLIT7 

SPECTRUM 48K £9.95 

* 1 Player wargame — you 
play Napoleon 

* Secret movement by your 
Russian opponent 

* All graphic battlefield 

* 3 levels, of play 

1 "Intelligent" corps 
commanders 

* Detailed Booklet 

* Companion game to 
Waterloo 

TIME SANCTUARY 

SPECTRUM 48K £7.95 

■ Fuftlf islac Adventure game 

* Fast, hilt colour surf eaJftttfc 
landscape graphics to capture (he 
mood of (he unworldly time sanctuary 

* Communication facility la address 
and bargain with me 18 characters 

* Exploration of map. hou«aarKfrnaie 



Please send ma 

Compute? ReaMeflmlwinTr^WarmastfrrClubQ 

I enclose 8 ch&que/PO mada payable Co MC Laltilorien Ino memoeranip fee) 
Please debit my Access Account No /VISA 

Signature T , T 

Address . + + ♦ +■». 



. Post Code 



M C Lotti Ionian, 56* Part Lane, -PovnlDn, Cheshire, SKU 1 ftE TeJ . Pdynlon 10625} 
B7e ^ 2 HEFC1B6 



LOADING 
SCREENS PLEASE 



Dear Lloyd, 

Why don't you include shots of 
loading screens in your reviews 
as I am a great fan of loading 
screens a n d I real ly wo u I d I ike to 
see what they look like? If the 
game hasn't got one, then fair 
enough. 

Stephen Henstead, Pemberton^ 
Wig an 

We often do put loading screens 
in the reviews, especially if they 
took good Sometimes, 
however, it's a question of space 
allocation per review, and when 
using a loading screen might 
mean missing out a more useful 
game screen, then the choice 
ra/ts in favour of the game 
screen, Another problem that 
sometimes arises is that though 
we may have a finished copy of a 
game, sometimes the review 
copies are missing the 
re finement of a loading screen. 
LM 



WHERE'S 
SCQQBY? 

Dear CRASH, 

What's happening? Are you 
cracking up because nothing 
new and exciting has been 
thrqwn at your desk for you to 
review, And you want ro keep us 
interested in your great mag so 
we sit on the edge of our 
computer seats and tune in next 
month, ff so. then you do not 
need to because Fwuuldn"! trade 
CRASH for ZZAP 1 or anything 
else. 

Anyway, in your Scooby Doo 
preview, you said thai the game 
'should be released At the end of 
October'. Well I looked in every 
computer shop for miies 
it ound, without result. 

Finally. I phoned Elite who 
Told me 3 would have to wait 
untilJanuary 6th of the new year 
before I couKJ get my hands on 
it. So what did happen lo the 
release dates you told 
thousands about. Were you 
given the wrong information, 
were there set backs at Elite or 
were you just wrong? 
Carrie Dead man, Bel ling ham 

No, we 're no t cracking up — at 
feast t don't think so. though fm 
a bit puzzled as to what you are 
referring. Andno r we were nor 
'wrong about Scooby. The 
drticte was very much an early 
preview and the hoped for 
release date was ytven as 
passed on to us, but it wasn K a 
firm refease date. You can't have 
everything you know, Carrie. I 
mean we coufdstop doing 
previews if you'd rather ,\ , ATc7, 
of course you wouldn't At time 
of writing, Sea □ by Doo f"s 
expected any day. 
LM 



THE PERFECT 
GAME 

Dear Lloyd r 

Here are a few of my views oo 
what makes the perfect game. It 
should have an extensive 
playing area of at least 70 
screens (my favourite game, 
Starquake has over 400 screens 
— quite an achievement for 
Bubble Bus}. The game should 
have good graphics but not too 
detailed as this seems to make 
the colours clash quite 
repulsively. In this case, the best 
example seems to be Dynamite 
Dan. Lastly, the game should be 
addictive and fast — lack of 
speed was what really fet 
Popeye down, 
JP Morrow. W«t Denton. 
Newcastle upon Tyfts 

Anyone want to comment on 
that? It would be enjoyable to 
find out what CRASH readers 
rea/ty reckon makes the Perfect 
Game, fet's hear. 
LM 

HYPOCRITES 
AGAIN 

Dear Floyd, 

Don 't tell your cousi n th is but I 
think he's a hpyocrite. I am 
referring to Steve Johnson's 
letter in issue 21 . He asked you 
to label the very best game in 
each issue and also have a 
'Worst game of the month' 
award. You replied that it was 
better to just have a selection of 

3ood games and let the reader 
ecide, according to his or her 
tastes. Why, in that case do you 
have a 'Gold Medal' in ZZAP! to 
distinguish games of superior 

Sjality? Also Steve suggested 
at rather than tagging a bad 
game's review with a 
disrespectful! remark, you 
should let the review stand on its 
own. Why in ZZAPf is there a 
Taoky label which really brings 
down the game and software 
house concerned? 
Matthew Parade, Wilmslow, 
Cheshire 

The answer is actually dead 
simple — / don 't make up ZZA Pf 
reviewing policy as regards 
Stzzfers, Gold Medals and the 
like, and t stkk by my original 
words. The way ZZAP? works 
was set up first by its editor, 
Chris Anderson, when he came 
over from PCG magazine, and 
the Commodore readers 
obviously tike the way that 
works. 
LM 



So much for the Christmas 
Special letters. I hope everyone 
enjoys the BUG BOX Special — I 
thought the ideas and drawing 
were well worth its large-scale 
inclusion. Back next month, 
indeed, next year with more 
from the pens of yourselves. 
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Rock n Wrestle -1 he first truly 3 dimensional combat sports simulation game. 
Dynamic graphics, slate- of -the-art animation, 1 and 2 player mode, brilliant gameplay, 10 
different opponents and complete rock sound tracks More joystick moves than you imagined, 
possible-over 25 - Including the atomic drop, aeroplane spin, plledrtver, body slam, back breaker, 
arm twist elbow drop and turnbuckle fly, 

Rock'n Wrestle-the challenge begins here! ^^^^^^ 

AvilLtbJ* f of Sp*rtruin £A*9S< C6* and Amii m d £9,95, i ^^^^^^ 



m 





MELBOURNE HOUSE 



Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF, 

Trade enquiries call 01- 940 6064 
Available from selected branches of (^Xwhsmj th r jmximimxxjm»rm.Lk$M$Kiirrite\owT.\ 

Spectrum Shops, and all good software dealers 



^^^^^^E^^RT^SC R AMBLE _ALL BUCCANEERS 
ARM THUNDERFLASH MISSILES + FIRE ON MUTILES 7 



I 



SPECTRUM 



nKDFR YOUR COPY NOW ! To: KttWT SonwNt 

117 WKHf-H PWfl ST, T« HMGHTOT SHOPPING CtNrflt 
ST WL«S, HERSfYSJK, EMGUtND *J*9 f*(J 



- - ■ - - ■* + *■*+«++« 



NAME BtDOt LITTERS) 

ADDRESS. 

<™im POSTCODE 

■* "(W BUCCANEEfl at £ 7 95 Niciu*ng P& Pin U.K. 

I enclose a cheque/P.D. far £ 

YOU MAY ORDER BY ACCESS BY POST OR RING 

MtK OfflCt HOURS Pi™*: Q7« 22D13 Trie* 629W7 BLUECH G. 
flease debit my craft card. 

Amuuru lto.£ 



I I 1 I I I I 



Signatuie 



INSIGHT SOFTWARE. 
117 HIGHER PARR ST H 
THE FINGERPOST SHOPPING CENTRE, 1 ? 
ST. HELENS 

MERSEYSIOE, ENGLAND WA9 1AG. 




it $TftfcrEt> u^e THIS 
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SPECTRUM TAPE and DRIVE 
TRANSFER UTILITIES 



ALL SPECTRUM o*mt™ n«d TC7 — our specialist Ihh 
utility. Send SAE lor FULL DETAILS of this amaj.ng ami 
widely used program 

• frvtogral header reactor 

» includes fiAUD ftATE fapeert) fnoasurer 

• MJ save high apMd^ierfcv parta In "nomwl" farm Pw 
DfllVE Irenafer 

• so marry exlTH features wo can J r possibly lift [hem here. 
■J uyf Ery j[ a nd see As the mar ket lead or vn can't afford lo In 
youjjpwn. 

DOST of>h/ « 50 |<k S 99 on unrklg* «rif h MT6 a sfKci.l 
M/ori we program — £7.K i*n*i Mil an tap*) 
Yea SPECTRUM crwnar* mw hava a LOW COST 0* 



transfemng many of even ih* LATEST high speed.'ierlcy 
prDflfama Ic Eha.r drive*. You will tw amazed I 6ther 
molnods are fixpensfve or s*ry limiied 

firstly you w k j1 need our MP lb I for M/drive) Crf vYDIb |for 
Wpfa or disc drive*. Tboy give ypu the tools lo convert 
programs so thai Thoy wfll run on your drive. Includes SbMrty 
lo cope with v long programs . and splitvchop bytea rn one 
$>n, "VAL" tt fc.ii .jr. FIEMfc.U, rnehe vr&ible etc. etc FULL 
manual (NflbV rated hy CRASH) with e**mrjie transfers. 
MDIb or Wblb ■Hi ce.» mon? p^r«m f r ^ 

FgtjT SJfrcrn/m'. (TC?ai$o netrtfed for iatttf pr&prams) 



LERM INFORM A TION 
SHEETS 



Each sheet pi *e* you the DETAILED instruction* reouirad to 
lienor 8 Of Itio mom POPULAR prog rams lo * Km uai ng our 
^ultwure. Thay cosS £l EACH glut SAE Up 1o sheei ^ 
available. 

TRA WSFER PACK — TC7 plus MIG plu* MDIb on cartrtdon 
wHJh JntDimatHHi shells 1<2 oil for flSSo Cnfti^ drfva 
owners get programs on tape and sheets lor same uric? 
wrih WD lo r*p4«ir>g Wit) ~ 

UPDATE SERVICE; for litest version on your LERM 

Eroduct send old tape plus large SAE <c gat a f? 
EOUC'HON. OVERSEAS ■ add CI Europe. Koih^fdf aach 
prnoLid. SAE (or Enquiries 

ALL PBOGfWMS CAAfiY A MONEY BAOt, GUARANTEE CrK>l 
updates^ 



If ffM, DfPTCII. 10 BftUwSWICK GOVS, 
COWfiV, NORTHANTS NN \3 9fft 
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U_0^& hNH WW WrV^ 



^fftTfrfi. ^^^H* TH*T Lflrt 






THGH ACJhiN 




Spectrum 16k/48kor + 

Incfidihly fraitritijig!' thai a the verdict on 
Caisotl* 50't f ROGGER. Sal ii fifed utirt till 
us IK'* ont af Ibi moif chalrangtng yatTl! find 
- It 1 ! almost a» flood at the arcade version! 
CARGO has you trying desperately to 
compile your helicopter minion undir 
fltiack Plus 48 other loGticel, logical and 
adventure §amai featuring muJn colour 5 d md 
uiar defined f raphict, tcrollmy and full m af 
the Spectrum sound capabilities. 



1 MliRCkir 


tl. Ski Run 


31. Dngflflld 


2 Ski Jump 


IB Tiiki 


37. Spwci Saareh 


3, Biifcitball 


2D Solar Ship 


31 taltrnc 


1- Frfipfi 


71 Tati Pirn 


39. Him 


5 Brf ihwl 


Cm 


ID, Voyiflii 


E Crw$hiF 


?3 Slompu 


41 SkHlch Pid 


7. StHifik 


24 Pmbill 


41. BSiti 


1 Mir tun 


SST 


43 FLih.itf M.ss.on 


Knockoui 




44. Mrthittil 


Bq^cjIbs 


27 Aim 




ID Ali.i Altitk 




45- Cilikf DifinEi 


11. Lunji- landing 


JJ. Tfct Hit* 




12. Mui Uiv 


m Th* skuii 


47. Jitn»bilt 


13. Micf otr sft 


31. Orbit 


41. Birnl Jump 


1*. MilSrHBV 


32 Munch 


49, Anichei 


15. Likfrimh 


33 Bowls 




1i. Skilllii 


31- (tadm 


1?. ft.ci inch 


35 Fill! 





20 KEV, MULTIFUNCTION 
CALCULATOR WATCH 

with 9vtrt order — 
for a Cassdtte SO/^-^ 5 ^-— 



# Nprmal 1 2 and 

24 now time 
mode 

• Calendar mode 

• Alarm mode 

# CilGuiitoT 
mode 



WORTH OVER flD 




calculator watch 
with every 
Cassette SO 

EXPRESS DELIVERY-ORDER NOW/ 
ONLV £9-« 




Wpmvj arid" tjfrntnt trta? ruty f or eKfl ry/w o/ compute* 

pMiag* FACE HtU.K Add £ i OW fur ovBrMai oretaff 
Ff«« watch and tap* will he d^pairhtd wtlMn 14 diyi- 

I anckuM « ctwqtai/ ri 
□oalal tfUBf I Of 



Name 



j Cwada tiarnea Ltd 

f ijv. frr^i> ^^ibv ^^bi4rtgi primal e 
Viia uh «jr 34 frPLi- 



to 



S3** I 



64 

'■;PFC rPuM 









QfllC 1 




sec ju 




vie (t 




ZTC 1=' 




aPHLE 








llHAtidH 




ELEDTADM 



Pdsl Cudr 



i Ltd.. 13 H»ywra Craacmit, 
HarrLigail*. North VofPlHjhif*. HG1 Cngtaind 
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the. ACNEhiToee coN^ir^es 







— 



ho*j mam of ^ov fcfce 

MANY THOO^KT TH€ 

fl^s reerSHtb m rue 

ft lA^T — MOT THE 
TO TPAN-iPoC-T TtiCM TO 




SINCLAIR 
REPAIRS 
BY THE 
SPECIALIST 



Walkers 

COMPUTER SERVICE 
AND REPAIRS 



WaJkers wj j [ repair your computer at a realistic 
price, 

Vou send a cheque not to Exceed £30.00; your 
computer will be repaired and 
returned the same day or send for a free 
quotation. 

Most repairs will be in the range £15.00— £30.00 
subject to machine. 

For information 

Telephone — 021-643-5474 

or simply send your computer together with the 
coupon below 



| Thoin^WalkerifoflLtiSSOxfcrtStrt^BimiBgluaBSSNI 
1 PLEASE TICK 

| □ CHEQUE ENCLOSED □ FREE QUOTE □ ACCESS CARD 
| NAME . 

| ADDRESS , 



ACCESS NO: □□□□□□□□□□□□□□□□ 
TELEPHONE NO 




7iVE^ «s« rue MN«i 



- — 1 .\ 



WlLCH^e T« UlAvE Jel |<l,Y " X ' ** 
THE LAX It 9nt. UCUKfiUEXT 
EtICS. Villi* IMlfeST IS T« 
ESCAP E THIS LAS II v.y 
KEACHIRq THE CASTl.E KV 
THE CE&TILE «P THE 
\VlEt:l> PLAINS - FAIL A3t(> 
f »«U WILL . HE WE-ltuqQEKi 
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-SGLADIATORgr 

can win 
you 
your 

Freedom! 




D O M A R K 

Available for Spectrum 48k at £8.95 
from your local stockist or direct from us at 
204 Worple Road, London SW20 8PN 
Tel: 01-947 5624 Telex: 894475G 




AUTOMATA U.K. 

The Riman's Software House - 




r .* r -tjl- ttt ALTT DWlTfi UK Ltd. PO BO* 7B» 5QUT HFiFfl , H^INTH. PfU ^ST 
Mil priHI inclijd* VflT A C*vr i j'jh i t h, i ,i U. K 



prim 

"3 Li PflCK" Vfll. 1. Afih BpiPr. 

-10 PfujK- Vol. 2. 4«H Spic, 

-GO tO JfllL" *HK E5p«t rum. 

"OEUS EX Wflr.HHifi" AflK. flpHrc;. 

-DEU5 EX HflCHINfi ,J C.B.H. &b 



rvUll CIO. 

rKjll CIO. 
p*t*il C fi K 

rfftJll CIS. 

it tflOHln'/ him 



■HAIL QRDTR PA [ I fc CB 

l»MUL UHDCR PRjrF *& 

Mftll HRDCM f*MICE £B 

WIlL ORDER PRICE It* 

MftH ORDCFT PRICE " 

hoil aRDEB price ta __ 

■ fJlHHMJfl w u in £l 



_ .Add r 



[ ■tAAP«d »tt *aa r isi ng SmmSH 
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Ptn.L Rfidr _ 

for r U rlhp7 italic 




ONLY THE BRAVEST FLY.... 



i 



I 
I 



i 7 




New. from the author of Fighter Pilot... a stunningly realistic helicopter 
simulation that puts you in command of an Apache Advanced Attack 
helicopter. You will learn to take off. to land, to manoeuvre and 
locate and destroy enemy tanks using Hellfire anti-tank missiles. 
You will experience authentic battlefield conditions as you en- 
deavour to carry out your mission and return safely to base. 



BY D.K.MARSHALL 

48K SPECTRUM 



Digital Integration W eu!d like to ihank 
McDonnell Douglas for a\\ tti&ir help and technical support 




SPECTRUM 

Tomahawk 43K 
Night Gunner 48K 
fighter PNoi 4SK 
COMMODORE 64 
Speed King Disk 
Speed King Cassette 
Rgtiler Pdol D»sk 
Fighter Pilot Gazelle 
AMSTOADCPC464 
f ighler Pilol 
Fighter Pilot Disk 



a 

□ 
□ 



C9 95 
£6.95 
£7.95 



□ El 2.95 

□ ra.95 

□ £14.96 

□ £9.95 

□ EB.95 

□ £13.95 



Cheque payable to Digital Integration Ltd 

I eoctose a cheque/PQ. fo* 

Name 

Address . 



Or debit my Access Account No. 







Trade end Expat 
enquiries welcome, 
lifetime Guarantee. 



VAT and p.& p. induave witrun UK (Overseas inc. S5p. per cassette) 



Please send to 

INTEGRATION 

Waichrticior Trade Centre. 
Watchmoor Road, 
Carnberley, Surrey 
GU153AJ 







\ 
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THE EASIEST 

WAY 
OF 

BUYING 

SPECTRUM 

SOFTWARE 

g YOU WILL , 

f FIND! 

All you have to do is fill in the form below and send 

it off. We still offer a FREEPOST ordering service, 
but please remember that it can take three to four 
times longer to reach us than ordinary First Class 
post. If you would prefer a speedier delivery then 
we recommend you use a stamp. Orders 
received with a first class stamp will be 
despatched within 74 hours by first class post. 

ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 

CRASH MAGAZINE MAY BE 
ORDERED BY MAIL USING THE 
FORM BELOW. 




1*1% 



CRASH MICRO GAMES ACTION ORDER FORM 

Telephone Ludlow (0584) £620 
Please send me the foil owing titles: Block capkals pleas e! sub&cribws ^«i af -+rm^ jcurcodeniwberi 

Name. . . . 



Tale 



Producer 



All prices are as quoted under review 
heading! and Include VAT. Crjfch Micro 
Garnet Action make nochaift for poiuge 
and packaging. Cu sterner; in Europe 
should add IvQp per item for po« and 
peeking. OuLwde Europe, please write tint 
« that we may advice on poscage nie*. 



Pleas* make cheques of 
postal orders pajritrie co 
CRASH MICRO". From 
Europe wr can accept 
SieHing cheques or 
Glrtschcques. 



Sub Toial; £ 
Less Discount £ 
Total Enclosed £ 



Amount 



Subscriber No, 
if applicable 



Address. 



Postcode 



SPECIAL DISCOUNTS 

£1 

50P 



OFF ANY ORDER WORTH 
MORE THAN £20 



OFF ANY ORDER WORTH 
WORE THAN £10 



Sorry - only ONE voucher per order I 



CRASH MICRO. FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SYS I BR 



ADVERTISEMENT 




Ageing, losing his sight and panic stricken with overwork can Grumpy Gumphrey, the geriatric store 
detective, hold down his position in this department store fantasia, A kind assistant is needed to help 
round-up the thieves* cage the gorilla and tidy the warehouse. Would you fit the bin? 



AVAILABLE FROM ALL GOOD SOFTWARE STOCKISTS 

Gremlin Graphics Software Ltd.. Alpha House. 10 Carver Street. Sheffield SI 4FS. Tel: (0742) 7S3423 (, Zl^Y 



\ The most powerful games in the Universe! 

Braving enemy attack, the Undaunted must make her way 
through hostile waters and destroy the enemy stronghold. 
Only the most courageous crew will be able to take her 
there; only the most determined mind will be able to succeed. 



Available on: 
AMSTRAD CPC 464 
SPECTRUM 48K 



AvaitaDie soon: 
COMMODORE 64 




Available from all good software shops In case of difficulty write to: 

QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1 R 7DB tel: 01 439 0666 



The nice fellows at Micro 
Musical in Coventry, who make 
a MIDI interface for the Spec- 
trum, have decided to enter into 
the festive spirit and offer 
CRASH readers the chance to 
win some musical prizes. 

Micro Musical's MIDI interface 
takes advantage of Romantic 
Robot's music composing soft- 
ware.. Musfc Typewriter, and 
allows you to control MIDI ins- 
truments with your Spectrum, 
composing and editing tunes 
off-line with the Music Type- 
writer. The rnterf&ce package, 
(reviewed in the November 
issue) Includes a cassette copy 
til Music Typewriter, software to 
drive the interface and a micro- 
drive con version program as 
well as the hardware itself, and 
normally sell for around the 
£1 00 mark, 

And the Casta CZ101 — a 
synth with a five octave range 
and eight pre-sat voices — can 
be found in the shops for around 
£350. Not surprisingly, it is MIDI 
compatible. Micro Musical are 
offering a complete package, 
containing everything you need 
to start making some very res- 



pectable music with your Spec- 
trum, as the top prize in this 
Christmas Com p. A Casio CZ101 
and a Micro Musical MIDI inter- 
face will soon be in the hands of 
a lucky CRASH reader. # 

Being generous to a fault, 
Micro Musical are also going to 
cjive away a couple of their MIDI 
interface packs as consolation 
prizes to runners up. 

Our In-House Musical Maestro, 
Jon Bates, has been telling you 
about MIDI in TECH NICHE for a 
few months now. He's come up 
with a bijou quirette to test your 
attention — and knowledge of 
MIDf and things musical. Jon's 
set seven questions for you to 
ponder, and once you've come 
up with the answers, jot them 
down on the entry form and 
whizz it off to MIDf COMP, PO 
SOX 10, LUDLOW, SHROP* 
SHIRE SY8 H DB to arrive by 30th 
January 1966 Who knows, you 
could be up there on stage with 
some of the rich and famous 
synthesiser players after a little 
practice. n em ember your 
urnble Competition Minion if 
you do, won't you? 




THE MICRO MUSICAL MIDI QUIZ 



1) MIDI is an acronym for: 

A Musical Instrument Digital Inter race 
B Manhattan Island Digital Instruments 
C Musical Input Default Interface 



2 1 Real-time sequencing is; 

A Joining songs together to run one after another 

B The micro memorising the tune a? you play i| 

C Several tunes played ai the same lime by Ehe micro 



3\ Which of these synthesisers will not plug in to a MIDI system 

A Yamaha DX7 
BKargPoly 300 
C Vim Mcog 



4) How many synthesisers can a MIDI system control: 

A Eight 

B Sixty four 

C Sixteen 

5) What is a MW System Exclusive": 

A Something you have designed yourself 

6 Something used between synthesisers made by the same 

manufacturer 

C MIDI transmission on only one channel 

6) The idea of MIDI was conceived and formulated in 

A 1969 
B 1961 
C 1964 

7) Micro Musicals system is m on aphonic What does 
Monnphonpc mean: 

A Only one sound can be used 
B Only one note can be sounded at any one time 
C Only one synthesiser can be used at a time 
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LLOYD MAN G RAM S LOOK 
BACK AT 1 985 



In the last Christmas Special 'Look Back', I said 84 was 
probably the year of CRASH, but as during 85 our sales 
per month rose from 49 P 000 to over 100,000 copies, it 
seems I was happily pessimistic about the year to 
come. Now it is passed— and what a year it has been! 

Last year I was able to spot some trends — the death of the arcade 
shoot em up, the software slump, the dramatic improvement in 
software programming and the rise of the TV/FHm/Game linkup. 

During 85 1 think it would be fair to say that the arcade shoot em up 
made a significant come back, the software slump continued with 
many big and small companies vanishing, software programming 
techniques continued to improve and the TV/Film/Game tie-ins 
added books and commercial enterprise endorsements to become 
the most important aspect in games marketing. Til be looking at all 
these trends as they appear month by month, starting with the B4/B5 
Christmas issue, which was really our January 85 edition. 




It's becoming a tradition that the 
year should begin with the end, 
ie Ultimately- Play The Game 
dashed out with the dual release 
of Underwur/de and Knight 
Lore. It was a bit 'controversial' 
in the sense that the high price 
tag remained and there were 
those who said Underwuride 
was too similar to Sabrewuff 
despite the former being turned 
upright. Knight Lore was a dif- 
ferent matter with its spanking 
new 3D interactive graphics 
('filmation') which got around 
the fact that the game itself 
wasn't so big. 

Fantasy had good p re-sales of 
their trilogy first part, Back- 
packers Guide to the Universe, 

Eartly thanks to early publicity in 
RASH, but the review wasn't 
that hot because, despite very 

Kretty graphics by Stewart 
uecroft and some amusing 
ideas from Bob Hamilton, the 
action content seemed to be 
lacking and the 200-strategical 
element wasn't sufficient. 
However, it looked like a prom- 
ising start to what would even- 
tually build into 3 gigantic three- 
part game — but it was never 
realised. In the February issue 
we coolly reviewed Drive in and 
shortly afterwards Fantasy 
ceased to exist. 

Software Projects had been a 
bit quiet but in January had two 
games on the go* Astfonut and 
Lode Runner, both reasonably 
well received critically but under 




-advertised and neither seemed 
to seriously grab the public's 
attention. Instead, the Soft Proj 
ad budget went on their Soft- 
ware Super Savers, latest in the 
growing line of low-cost games. 
Despite good sales, budget 

flames were still a bit of a joke 
apart from one or two of Fire- 
bird's), and with games like 
Fred's Fan Factory and Moon 
Lighter among the six released, 
Software Super Savers didn't 
seem to be breaking the tradi- 
tion very much, hut at least 
some of them were quite diffi- 
cult to play. 

Wanted: Monty Mole (CRASH 
readers' Best Platform Game 
from 84} had put Gremlin Gra- 
phics right on top, but their 
Spectrum Potty Pigeon was a bit 
of a disappointment in the New 
Year, although it was an original 
re-working of Crowther's al- 
ready weak CBM64 version, 
Throughout the year, Gremlin 
would try to recapture the fresh 
spirit of Monty without comp- 
lete success until Peter Harrap's 
i l u e f ol to w u p Monty on the Run. 

Not unlike Ultimate, Vortex is 
another software company 
whose reputation rests on few 
and usually good games written 
by Costa Panayi. Their follow-up 
to TLL was Cyclone, It employed 
very similar 3D graphics to the 
former game with the addition 
of a slight strategical element, 
but generally we felt there was 
no significant advance made 
and it seemed to lack the lustre 
of excitement needed to make it 
a big game. 

ZZAPf 64 p s hero Rockford 
made his first appearance on the 
Spectrum in Boufder Dash, a 
game I thought absolutely 
marvellous despite its initially 



primitive-looking graphics To 
play it was to become instantly 
addicted. It came from State Soft 
but was marketed by Front 
Runner, K-Tel's re-named and 
somewhat short-lived software 
company. 

Two big releases this month 
were (finally) Atarisoft's Poie 
Position end Do mark's, Bureka! 
Atari had a difficult task to heat 
the many previous releases all 
based on their road-racing ar- 
cade hit r and in fact they didn't 
really manage — the game was 
reasonable but too late, They did 
try an abortive earlier release at 
the 84 PCW Show, but criticism 
was so heavy it was withdrawn 
for improvements to be made 
Eureka/, the multi-pert adven- 
ture with a E25 r QQO prize for the 
first to complete it r was descri- 
bed as a real game despite the 
hype, but Derek Brewster didn't 
agree. However he did like the 
second ever release from Dor- 
cas (formerly Doric), Runes of 
Zendos, but sadly the Distribu- 



enlarged edition of Pokes. Robin 
was to become a fixture if not 
exactly a fitting from this point 
on, and the bane of my life (but 
that's another story). 




February saw a few major rel 
eases, four from Ocean, stiif 
chasing that seemingly elusive 
CRASH Smash, The worthiest 
was probably Gift From the 
Gods, the first game from a new 
team called Denton Designs, 
who were all ex-Imagine prog- 
rammers, partly financed by 
Ocean and soon to delight with 
several more games. The best 
was Match Day, the football 
simulation to beat them all, and 
a game many readers felt we 
dismissed unfairly without h 
being a Smash, The third was 
Hunchback ff, not perhaps as 
delightful graphically as Hunch* 




tion network failed to see eye to 
eye with CRASH and the adven- 
ture never received the expo- 
sure and sales it deserved — 
very like Mizar s Out of the 
Shadows. 

Two other games are worth a 
mention — Steve Davis Snooker 
from CDS and The Prince from 
CCS. The snooker game was a 
typical example of endorsement 
games, using a well known 
personality to help sell a pro- 
duct, in this case one of the best 
ever snooker/pool simulations. 
The Prince went some way to 
prove that sponsorship (The 
Cambridge Awards) can result 
in good programs. 

The only other item of note, is 
that this issue saw the first 
column from Robin Candy, an 



back* but a better game to play 
and at least it didn't earn the 
nickname Hunch bug like the 
first one did. The fourth was 
another comeback in the form of 
Kong Strikes Back, an interes- 
ting but slightly indifferent 
game that lacked content but 
proved fairly tough, 

Hewson Consultants came 
out with Technician Ted and 
proved that platform games 
could be tougher and betterthan 
Jet Set Witfy, The public seemed 
to like ft as well and it made the 
charts in a big way, upsetting 
those software houses who had 
turned the programmers down 
on the grounds that the game 
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was merely a Willy clone. Fire- 
bird proved they could release 
non-budget games in Buggy 
Btest ana made a move towards 
reinstating the shoot em up with 
knobs on. Elite did the same 
with (heir next TV tie-in Aimvolf 
and sparked some controversy 
— CRASH liked the game be- 
cause it was tough (though not 
very big), whereas some other 
mags slated it as absolute 
rubbish. It did pretty well in the 
charts though. 

But the two biggest releases in 
the sense of expectancy were 
Legend's The Great Space Race 
ana Beyond' s Doomd&rk's Re- 
venge. Alas t the former turned 
out to be the grandest flop in 
games software history — for 
once every magazine critic and 
virtually every reader was in 
agreement the box was fine, tha 
contents amazing fy poor. Be- 
yond, of course, fared much 
better and Mike Singleton s 
follow up to state-of-the-art 
Lords of Midnight was an even 
better program {though some 
readers disagreed). The other 
big hype release was the Spec- 
trum version of Ghostbusters. 
This Activision 'mega tie-in' has 
been claimed as the biggest 
seller of all time — perhaps, 
however we felt that the great 
CBM64 sound track covered a 
lack of real game r and this was 
more strongly highlighted on 
the Spectrum with a flat and 
inadequate rendering of the 
disco hit song. 

On the budget front, Master- 
tronic came of age with an 
excellent platform/maze/ad ve- 
nture game called Finders 
Keepers, upsetting some cher- 
ished beliefs (including some of 
ours) that budget software 
couldn't crack it r while a relati- 
vely new house, Dynavision 
chased the definitely elusive 
'Zaxaon' game with a similar 
rendition called Havoc — we felt 
it was pretty poor, 

A quiet behind-the-scenes 
battle for the TV quiz series 
'Blockbusters' came into the 
open when Macsen released a 
game of the same name, prop- 
erly licenced, and forced Comp- 
usound to change their earlier 
version to something else. This 
turned out to be Wender Bender r 
marketed by Ranks High. They 
bullied us for some time to re- 
review Wender Bender on the 
grounds that they had had a raw 
deal r having received perm le- 
sion to do Blockbusters' in the 
first place. Eventually we did re- 
review it, only to find that Ranks 
High suddenly weren't answer- 
ing the phone. 

Another battle loomed within 
the pages of CRASH as a result 
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of Derek's dismissive review of 
Interceptor's adventure Jewels 
of Babylon. One of the directors 
of the company rang and 
became quite insulting on the 
phone about both the review, 
CRASH and Derek Brewster 
Roger Kean, as is his wont, 
replied stinging ty in the follow- 
ing issue, 




March saw six major games 
with widely differing appeal. 
Firebird kicked off with another 
large game in their Gold x range. 
After some frenzied fast minute 
name changing, it emerged as 
Gyron, a mega-maze game with 
a Porsche as a prize to the first 
comptetion. Although reviewed 
in March, readers nad to wait 
some time for its actual release. 
Shoot em ups hit the vogue in a 
big way with Moon Cresia from 
Incentive, the first time this 
venerable and difficult arcade 
original had turned up on a 
home computer. 

Micromania hit gold wfth their 
maze shoot em up Project 
Future, but sadly it was to be 
Micromania's last appearance 
and within another two months 
they were gone, owed a fortune 
by the collapsing distributor, 
Tiger, Mikro-Gens fortunes, 
however, never looked better 
with the release of another 
Welly Week program, the multi- 
character graphic adventure 
Everyone's a Watty, The game 
was reckoned to be good 
enough not to need the song of 
the same name by Mike Berry, 
and if Mikro-Gen had hoped it 
might make the pop cherts they 
were to be disappointed — 
however it did for a while 
become a regular musical catch- 

ghrsse on the Steve Wright 
how on Radio 1, 
A company better known for 
their CBM64 games was Bubble 
Bus who, with their second ever 
Spectrum release Wizard's Lair, 
made a Smash. Despite the 
game's visual similarity to Atic 
Atac and Sabrewulf, in play it 
was sufficiently exciting and 
difficult to earn its own spurs. 

For adventurers, Derek tho- 
ught Sp/derman from Adven 
ture International was a worthy 
hit from the Scott Adams stable. 
Sadly, the Steve Jackson games 
promised from Ad Int and re- 
ported in the previous issue, 
have never materialised (alth- 
ough they are still being worked 
onf. Another adventure (one 
from a time previous) well re- 
garded was castle Biackstar, 
slightly rewritten from its orig- 
inal marketing, and put out by 




CDS 

US Gold, riding high with their 
rash of American Commodore 
games, were not doing quite so 
well with the Spectrum conver- 
sions. This month saw the rel- 
ease of Blue Max and (finally) 
Ihe real Zaxxon Bath were 
disappointing/the latter proving 
that'Zaxxon was still to br? done 
properly on the Spectrum. 

Melbo urne House offered us 
an oddity in Heltfire, a three-part 
game with good graphics but 
some strange game pi ay — ft 
didn't really hit home. Another 

Berne that didn't hit (probably 
ecause it simply wasn't diff- 
erent enough) was Artie's 
Mutant Monty, and the tack of 
advertising to back it up seemed 
to point up Artie's continuing 
dec fine as a software house, 
Virgin Games was another 
house in some decline (at least 
on the Spectrum although Str- 
angeioop for the CBM64 and 
Sorcery fo r the Amstrad d i d ve ry 
wefl), but their strategy/simu la- 
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lion based on the evil doings of 
the pop business and called The 
Biz was well received. Evil 
doings were responsible for 
petting Monty Mole into prison, 
but Gremlin Graphics still hadn't 
recaptured the right form for 
their hero in Chris Kerrys Monty 
is Innocent — it looked as 
though it required an escape to 
get things moving again. 

Ski Star 2000 was one inter- 
esting program we reviewed, 
one of the first to start using 
icons to help the player, in this 
case to redesign the ski stapes. It 
was from Richard Shepherd — 
an unusual departure for them. 
But the news everyone wanted 
was the password to access the 
very carefully protected second 

Krogram on Design Design 's 84 
it Dark Star. I was able to 
"exclusively' reveal that to see 
Spectacle you had to type in 
'Everyone's a nervous wreck'. I 
thrilled — my first ever 



houses were to have a go at 
similar interactive 3D graphics, 
proving, if nothing else, that the 
industry believed Ultimate were 
right. 

Gremlin Graphics gave us a 
new hero in Sam Stoat {Safe- 
breaker}, related in theory to 
Monty Mofe, but again it dtdn't 
quite hit the spot. Mastertronic 
also dipped a bit with Chiller, a 
game that had done reasonabfy 
well on the 64 but translated 
poorly to the Spectrum Ocean's 
offering was the intriguing Pod 
Pud, e game that was definitely 
odd odd 

TV tie-ins continued unabated 
with the masters Elite and their 
Dukes of Hazzard and the less 
often heard of Red Shift and a 
strategical adventure based on 
the BBC's Tripods, Dukes of 
Hazzard seemed typical of Ei ite J s 
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April was an interesting month 
not so much for the volume of 
software produced, which was 
actually quite fow, but because 
Ultimate released the well 
advertised and eagerly awaited 
Aden S — and within days, the 
letters began to flow. It's a rip 
off, 'Knight Lore in space with 
no improvements' were typical 
of some of the comments But 
many thought otherwise, the 
CRASH team included, and 
decided that A ti&n 8 was an 
improvement. Besides which r a 
fair person might have realised 
that after spending so fong 
developing the 3D graphics 
used in Knight Lore, Ultimate 
was bound to employ them 
again. In fact within a few 
months many other software 
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recent games, pretty good gra- 

Bhically but lacking in content 
Oth Derek Brewster and Angus 
Ryall slammed Tripods into the 
ground. Strategy and tie-ins 
turned out to be a winner, 
however, for Argus Press Soft- 
ware with the release of their 
tense adventure based on the 
movie Alien — the first CRASH 
Smash 'ram Angus. 

US Gold finally struck pay din 
and a Smash with Raid Over 
Moscow, a game that finally 
presented a reasonable 'Zaxx- 
on' style screen among others, 
and was successfully hyped by 
the press as 'controversial' 
because of its Kremlin-attacking 
scenario, The J new look' shoot 
em up was given a boost by 
System 3 r s Death Star interc- 
eptor, which we thought was 
pretty good, especially the 
space sequence, but which 
some other mags regarded as 
utter rubbish, Romantic Robot, 
better known for utilities, sur- 
prised everyone by releasing 
Wriggler and getting s CRASH 
Smash, while Micromega sur- 
prised us by releasing A Day in 
the Life (of Sir Clive) and 



made much impact end it looked 
as though another established 
and major house was in search 
of the right product. Unlike 
Melbourne House who released 
Station end for a while looked as 
though they might have beaten 
Firebird onto the market with an 
Elite like game. The 3D vector 
graphics were just about the 
fastest and smoothest yet seen 
on the Spectrum, and the add- 
ition of historical puzzle games 
made it quite unique. 

In fact May was a pretty good 
month, Hewson Consultants 
came out with Steve Turner's 
follow up game Dragontorc of 
Avafon and it was even better 
than its forerunner, Avafon r US 
Gold had two smashes in the 
arcade conversions of Spy 
Hunter and the pre karate rage 
Bruce Lee. A software house 
that had been a bit quiet since its 
Ket TriFogy adventures, was In- 
centime. But they put that right 




disappointing us for the first 
time, Addictive Games had lived 
successfully off Football Man- 
ager for an eternity, so the re- 
lease of a si mi la r ga m e ba sed o n 
the software business and called 
Software Star was greeted with 
some interest, but it failed to live 
up to the more exciting world of 
soccer. 

One of the other 'majors', 
Bug-Byte gave us a com ho had 
been qu iet for some time, came 
out with two very different 
games. Fantastic Voyage and 
mighty Magus t but although 
they were both quite good in 
their own ways, neither really 




with the furious puzzle game 
Confuzion, and at long tast 
Ocean made its second CRASH 
Smash with World Baseball 
Series although that was under 
the newly acquired name of 
Imagine. Even Elite, about 
whom we had been despairing 
of a game to match the graphics, 
came up with a strong product fn 
t he endorsed Grand National — 
the best yet horse racing game 
and one which boasted excel 
lent equestrian animation. On 
the adventure front, Derek was 
pretty thrilled with Level 9's 
latest graphic and text Emerald 
Isle. By and large, everyone was 
so pleased that even Robin 
Candy went psychedelic in the 
Playing Tips. 





A mixed bag this month with 
some disappointments and one 
or two pleasant surprises. The 
one r dead cert' was Beyond ^ 
SftadOwfire, the first fully icon- 
driven graphics adventure. 
There was a danger that the 
novelty of the icons might dis- 
guise the lack of a game, but 
Denton Designs did a good job 



Kompiex, but despite its pro 
p ramming worthiness and its 
immense size, it still seemed to 
lack something in play. A & F 
were also back with a follow up r 
trying to recapture the enig- 
matic success of Chuckie Egg 
with the appropriately named 
Chuckte Egg 2. In addictive 
terms it wasn't a patch on the 
first game, but it did offer num- 
erous platform leaping locations 
and plenty of adventure ele- 
ments to keep fans happy for 
some hours Another follow up 




and the game matched its tre- 
mendous look, although Den- 
tons themselves admitted to 
wanting more game elements in 
the follow up when they got 
going on it. TTie other Smashes 
for the month felf to adventure 
and strategy with Gremlins from 
Adventure Inter national 

Games Workshop's Runestone, 
a 'landscaping' adventure to 
rival Lords of Midnight and 
Witches Caufdron r an adventure 
based on Mikro-Gen's famous 
Wally graphics and reviewed a 
bit later than it should have been 
as It proved too difficult for 
Derek to get through without 
help! And on the strategy front- 
line, Angus was pleased with 
Arnhem from CCS, a company 
he had always regarded with 
mixed admiration and amuse- 
ment for their dogged struggle 
to convince an uncaring world 
that war games could be fun . He 
was also surprised that Loth 
lorien turned in another worthy 
strategy game called Overlords, 
Loth fori en was a bout to be taken 
under the expanding wings of 
Argus Press Software — would 
it make any difference to their 
performance? 

Legend fought back against 
the poor publicity generated by 
the flop of The Great Space Race 
by providing us with the gra 
phically interesting 3D game 



was Falcon Patrol 2 from Virgin 
Games (although the original 
had only been on the 64K This 
was a disappointment a rather 
thin game and graphics that 
didn't look as though they had 
progressed beyond Durells 
much earlier Harrier Attack, 
which the game strongly 
resembled. 

One surprise hit was Tapper 
from US Gold. The game ap- 
peared a month before on the 64 
and looked like a difficult one to 
translate well, but the Spectrum 
version from Platinum produc- 
tions was well up to scratch 
despite the inevitable animation 
clashes, and proved to be one of 
those hugely and enjoyably 
frustrating no-win games and 
one of my personal favourites. 

Tie-ins and endorsements 
were on the increase this 
month; after much pro-public- 
ity, DK'tronics released Minder, 
their tie-in game, based on the 
Thames TV series of the seme 
name. CRASH had seen one Or 
two very early versions, and 
wasn't particularly impressed. A 
number of points made by Derek 
Brewster were passed back to 
the programmer, but in the 
event the finished game failed to 
excite us over much. Another 
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The return of the legendary crusader - skilfully fencing 
his way through twenty screens of mystery and danger 1 
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tie-in was Give my Regards to 
Broad Street, a novel travel and 
search adventure with arcade 
overtones based on Paul Mc- 
Cartney's musical film, which 
Argus Press Software brought 
out under their 'Mind Games' 
series. As mentioned previou- 
sly, there was Gremlins* our 
preview of Fr&nkie Goes to 
Hottywood, Jonah Barrmqt&n's 
Squash and 9tfTS. The latter, 
from Elite seemed to play too 
heavily on the graphics used in 
Grand National to be very diff- 
erent and the tie-in with Dun top 
Tyres turned out to be more of a 
marketing element than it first 
seemed, m as much as the game 
had originally been developed 
purely for Dun lop, Dunlop also 
make sports equipment, possi- 
bly even Jonah Barrington J s 
squash balls (I'm no expert I), 
which featured in the tough 
simulation by Malcolm Evans of 
New Generation. 

On the budget front Master 
tronic released the unpronounc- 
eable Nonternaqueous, not a 
bad big-maze semi-shoot em 
up, and to underline, as it were, 
the joke about budget software, 
Firebird came out with Don't 
Buy This, a compilation of the 
worst ever programs that had 
been sent in over the past few 
months. Naturally enough, it 
sold rather well. 
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Into the second half of the year: 
traditionally the first of the 
slump summer months. Yet 
Spectrum software was holding 
up very well and many more 
good quality games were being 
released than during the same 
months of fast year, One which 
arrived too late to do it justice in 
a full review was Odin s Nodes 
of Yesod, so it merely got a 
Mangram and more of that later 

Tie-ins had a veritable field 
day with ttie big guns — Rocky 
Horror Show from CRL and A 
View To A Kill from Domark The 
former, based on the decadent 
seventies stage show and film, 
did rather weTl to capture some 
of the film's feeling, and the 
graphics were pretty good too, 
sadly the game just lacked 
enough content to make it great. 
Domark's effort Jprogrammed 
by Softstone, who took over 
Perfection Software, who pro- 
duced the early CRASH success 
Odyssey 7) was far weaker. The 
three-part game followed some 
of Bond s exploits from the 
movie, but the game ideas were 



thin, Bond looked like a stick 
insect and all the publicity over 
how much money Tony Crow- 
ther was paid to write the music 
was wasted on Spectrum 
owners anyway. Nevertheless, 
the CRASH review was pretty 
kind and the game was better on 
the Spectrum than on the 64. 

A third tie-in, however, 
managed to be even more awful 

— Super Gran from Tynesoft 
sent the ageing maternal hero- 
ine of Tyne & Tees TV fame 
hurtling through landscapes of 
appalling graphics with a con- 
trol over her actions that only a 
World War I flying ace would 
remember. Looking at Super 
Gran was like looking through a 
time tunnel and seeing the past 

— at least graphically it was, 
□uicfesitva also held a mirror up 
to us in the beautiful looking 
Glass* It had some fine points 
but missed one or two in the 
shoot em up stakes and ended 
up giving a slight feeling of 
dissatisfaction on completing it. 
Mirrors seemed to be in the 
news when we Smashed Dyna- 
mite Dsn from Mirrorsoft, one of 
my favourites (though Robin 
Candy has never agreed — his 



the rest of the graphics weren't 
up to much, the atmosphere it 
lent carried the rest of this 
enjoyable simulation along 

quite happily- 

On the Smash side of things 
apart from Dynamite Dan, there 
was Herbert s Dummy Rt/n r the y:& T ?{$< 
enjoyable romp of Master Week 
through a department store full 
of Mlkro-Gen arcade games, but 
with a tinge of warning that 
perhaps the Wally Weekers 
were getting a touch too similar 
in style and content; there was 
Cauldron from Palace, a h Ft on 
the 64 that had been really well 
translated to provide a broom- 
stick 'Defender' and a very hard 
series of platform games; and 
surprise of the month was 
Lothlorien s Battle of the Bulge f 
their first under the Argus ban- 
ner, which left Angus Rysll 
nonplussed with admiration for 
both Lothlorien and Argus, two 
companies for whom previously 
he had had few good things to 
say, But for many r the big thrill 
was Gargoyle Games s Dun 
Qarach f starring Grego-celtic 
hero Cuohulainn in his second 
graphics adventure. It was a big 
II for then CRASH editor 



colour clashing characters, but 
still managed to be addictive 
and difficult. 





tough luck). The graphics lifted 
this platform game above most 
others, but some clever inno- 
vations, incredibly tough game- 
play and jolly music added the 
spice. 

Endorsement of the month 
award went to Alltgata for their 
Jack Char/ton's Match Fishing, 
Some people reckon fishing is 
as interesting as watching a 
river cutting a valley, but the 
valleys are busy enough with 
weekend anglers and the sport 
is among the most popular. 
Match Fishing boasted an abs- 
olutely excellent lakeside scene 
by David Thorpe and r although 



Roger Kean r who got credited on 
the inlay for inventing the idea of 
door numbers used in the game. 
This was one of Robin Candy's 
persona I favourites, and I don't 
Icnow whether that says more 
for him or less for the game (but 
at least he can spell Kookulainn r 
when I can't). 

Two other games in July 
worthy of note were Anchor*, a 
weird mix of chess -like; board 
game and arcade action from 
Artotasoft, and Super Pipeline N 
by Taskset, a company ventur- 
ing off the 64 onto the Spectrum 
for the first time. The game 
suffered in translation with 



The August issue of CRASH 
suffered a bit of a setback when 
it ran into trouble with EMAP 
and thei r Sinclair User magazi ne 




— but enough of that . . . 

Somewhat belatedly, Nodes 
of Yesod got its airing and a 
CRASH Smash. The graphics, 
action and ideas all contributed 
to making a great pa me from 
Odin (who had previously been 
Thorh In fact there were some 
great Smashes in August 
trankie Goes To Hollywood 
arrived and proved again that 
Denton Designs could coma up 
not only with an extraordinary 
mixture of fluent graphics but 
also with some extraordinary 

game ideas, They also gave 
icean (proper) a real CRASH 
Smash, Ocean got yet another 
through the Imagine label with 
Hypersports. Not to be outdone 
Beyond ml eased the two totally 
hateable Wad Magazine espion- 
age experts, the Black end White 
spies in Spy vs Spy. Once again, 
the graphics were excellent, 
using split screen simultaneous 
displays for the two players, but 
it was the humour {taken stra- 
ight from Mad) that made the 
game a great one. 

C fever graphics were also 
responsible for the slick presen- 
tation of the adventure Smash 
The Fourth Protocol released by 
Hutchinsons. and programmed 
by The Electronic pencil Com- 
pany — a name to be reckoned 
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with in the future, here, for the 
first time, Macintosh- 1 ike busi^- 
ness icons were used to drive 
the adventure along, and it 
worked a treat — so did the 
adventure. 

The tendency to 'self copy' 
was once again rearing its head 
with all sorts of people about to 
release karate games, but first 
came the boscers Elite produced 
just about their best ever game 
tn the endorsed Frank Bruno's 
Boxing ; The fluidity of the 
animation just had the edge 
over RoccOt a game from 
Spanish software house Dina- 
tnic and marketed here by 
Gremlin Graphics. Gremlin had 
won a battle with Silversoft for 
the nghts to this and another 
game called Profanation, a very 
tough jump and seek game that 
was r in theory at least, the third 
part of a trilogy of which Silver 
soft ended up with only the first 
two parts, Saimazoom and Bats 
Liba. Gremlin Graphics got the 
best of the bargain. 

We finalfy reviewed Artie's 
latest release Paws, having 




The last month of this unusuaNy 
busy summer turned out a hand- 
ful of goodies. Everyone had 
been awaiting Costa Pa nay is 
latest 3D developments, and 
expectations were well reward- 
ed with Highway Encounter 
from Vortex — a very linear 
game with extraordinarily attra- 
ctive graphics and a hero-bot 
looking not unlike a Dalek. It was 
voted a CRASH Smash within 
minutes, and protracted play 
didn't diminish the delight. 
Gremlin Graphics, after much 
pre warning, launched the 
proper follow-up to their huge 
molar hit of last ve^r by Peter 
Harrap — Monty on the Run 
rolfowed a similar pattern to its 




deemed it sensible to leave it 
until Artie had made up their 
minds what to call it. Originally 
named Cats, after the famous 
musical, Artie had trouble in 
obtaining copyright clearance 
so the name changed but the 

Same didn't, and it was cute but 
ardly mega-stuff. The Coven- 
ant from PSS was much better 
as was CRL's unusual Jugger- 
naut — the sort of vehicle that 
gets hungup under the low half- 
timbered frames of quaint Lud- 
fow town. Biggest disappoint- 
ment of the month, perhaps 
even the quarter, was J$t Set 
Wtffy if. Software Projects had, 
of course, scored an enormous 
hit with Jet Set Wiffy, and there 
was a f way 5 rumoured to be a 
sequel on its way (Jet Set Willy 
and the Taxman — or some- 
thing!. So news of a second 
game was good news indeed, 



predecessor, but there were 
more rooms and some of the 
nastiest little traps yet devised 
for the unwary platform gamer. 
It tended to rather over-shadow 
the other Gremlin release, writ- 
ten by Chris Kerry, Metabofis, I 
thought this attractive and un- 
usual maze /search game deser- 
ved better than it got r and its 
sense of humour was 
refreshing. 

One game based more on a 
humourous character than on 
incipient humour that just arri- 
ved in time to be reviewed and 
Smashed, was Popeye from 
DkTronics by the venerable 
author Eton Priestly, Not only did 
the game boast super large 
graphics, but ones that suffered 
no attribute problems, 

Attractive graphics have char^ 
acterised 1985, often giving new 
life to well tried ideas. The usu- 
ally novel and innovative Design 
Design turned their hands (or 
Graham Stafford's hands) to a 





except that ft turned out to be 40 
more rooms added onto the 
existing game and that was 
pretty disappointing, especialfy 
as programmer Matthew Smith 
had nothing much to do with it. 



collect em up maze game with 
great graphics by Stuart Rue- 
croft (who had been responsible 
for the graphics in Back- 
packer's). Despite the obvious 
format. On the Run turned out to 
be likeable, fast and difficult and 
a Smash. 

There were two 'red J releases 
in Septemher, one an adventure 
and a Smash from ace writer- 
explorers Level 9, and one a 
flight simulator from Database 
Red Moon impressed Derek as 
much for its indication of Level 
9's durability as for the game's 
undoubted qualities of excite- 
ment atmosphere and entertai- 
nment value. Red Arrows was 
another matter however, a dis- 
appointment after the drawn out 
wait for the program's release, It 
put you in the cockpit of a Red 
Arrow team jet, flying exhibition 
formation aerobatics. Unfortun- 
ately the simulation turned out 
slow and somewhat unrealistic. 
Probably biggest disappoint- 
ment of the month, though, was 
Ocean's Roland's Rat Race, a TV 
tie-in with realfy very little tied 
into it Thinly disguised as a 
platform/maze game, you had 
to untangle the knot of passages 
in search of Roland's kidnapped 
friends and get to TVAM on 
time. US Gold aiso turned out a 
disappointment in Buck Rogers, 
although a very good convex 
sion from the 64, it lacked any 
real spark, not perhaps surpris- 
ing in such an old arcade game. 

However, another, even older 
game made its appearance on 
the computer in the form of 
Cfu&do from Leisure Gen jus — 
the official version of this ever 
popular board game. The Spec- 
trum version was rated pretty 
well, with everyone looking for- 
ward to the following release of 
Monopoly. 

If the Red Arrows simulation 
was a let down, two others this 
month were not, ASP s Nick 
Fa/do P/ays the Open turned out 
to be the best golf game yet, 
using fashionable icons to make 



setting up shots as easy as pie 
and comfortably realrsistic; 
while for choo choo fans, Hew- 
son Consultants' Southern Bette 
gave us the freedom of the 
engine driver's footplate on an 
oltf steam locomotive doing the 
Brighton run. An unusual area 
for simulations, and one which 
led one reviewer to think it 
easier to control an aeroplane 
than a train! Southern Befie, 
however, captivated all those 
who had ever wanted to grow up 
and be an enginedriver. 

That more or less rounded up 
September except for Do mark's 
release of our very own Derek 
Brewster's Code Name Mat if. 
the follow up, not surprisingly, 
to Code Name Mat, We had 
loved the letter game, with its 
complex 3D graphics, but the 
sequel seemed too similar to 
score heavily, and got hit hard 
by reviewers for not having 
[advanced' with time. The result- 
ing review upset Derek, a man 
who hardly ever complains 
unless it's about me, butet least 
it shut up critics who had made 

Breat capital of the fact that all 
is other games had been 
CRASH Smashes, and was som 
ethrng funny going on? 
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As if to cafm everyone down 
before Christmas, October 
turned out to be a bit arid with 
only the Spectrum version of 
Way of the Exploding Fist from 
Melbourne House reafly stand- 
ing out. Of the long promised 
spate of self-copy karate games, 
this was the first to arrive. It 
converted from the 64 quire 
successfully, and playing it well 
meant combining hand and eye 
co-ordination skills with action 
in such a way as to offer plenty 
of enjoyment and mirror the real 



martial art in as realistic manner 
f£££V as possible on a computer. 

It's true that Ultimate scored 
with Nightshade, but neverthe- 
less, there w<js an undertone in 
the reviewers' comments thai 
suggested they were taking 
Kntght Lore/ Alien 8 a bit too far, 
ana that something original was 
required to revitalise the classic 
software house image, ft also 
wasn't missed that a company 
other than Ultimate was cred^ 
ited with the programming . . * 

The only other Smash was 
Touchstones of Rhiannon, an 
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adapation of the Robin Hood 
story from Adventure Inter 
national and based heavily on 
the recent TV series. 

There was a handful of 'solid* 
jjames, two from US Gofd hav- 
ing been heralded for some time 
— Dambusters and Bounty Bob , 
both big hits on the 64 r both 
slightly Rawed on the Spectrum, 
Bounty Bob especially seemed 
unable to carry its cult status 
across from machine to mach- 
ine and resulted merely in a 
good platform game. Beyond's 




second label Monolith offered 
us a rockin r good time with 
Rockford's Riot, the follow up to 
very successful Boulder Dash 
whfch r while still a fine game, 
mostly contained the same 
gameplay elements as its 
predeccessor. 

It was left to Derek to discover 
the two most unusual games of 
the month in the adventure 
section, The Rats from book 
pubMshers HodderS Stoughton 
and The Secret of St Brides by a 
dubious organisation purport- 
ing to be St Brides School for 
Young Ladies, whose packaging 
came complete with supporting 
literature of a slightly off beat 
British 'gels' school type a la St 
Trinians (a feeling reinforced by 
your playing the neroine, Trixie 
Trinian), The Rats, based on the 
best seller Herbert book, made a 
strange combination between 
adventure of the select an 
option' type and strategy cov 
ered in a thick custard of gory 
horror as the player wadFyd 
knee- deep through the bloodied 
remains of rat-gnawed London 
(reminding me yet again why I 
left the place)! 

Another slightly unusual 
game turned up from PSS, 
marketing a French pinball table 
construction kit under the name 
of Macadam Bumper fit led to 
the review compiler being able 
to us& the joke: Language: 



French machine code — yawn), 
With this you could pjay a preset 
table or redesign it. An excellent 
offering, but there's still room 
yet for a reafly flexible pmball 
designer program. We also re- 
viewed a program from our old 
friends at Eclipse aimed at the 
th e n -a bo ut-to-he-cu rrent craze 
for comet spotting and aptly 
named Haf ley's Comet, 

But if there were few heavenly 
bodies to be seen screaming 
across October's software sky, 
□ur forward-looking telescopes 
were trained on deep space at 
new games from Gargoyle 
Games and Hewson Consul- 
tants, an extraordinary looking 
one with the appropriately hea- 
venly body name of Tau Ceti 
from CRL and one set on the 
ZoidS planet from Martech . . , 




Hewson s Astroctone saw vet- 
eran 3D progger Steve Turner 
back in space from his sojourn in 
the remote past of Ma roc and 
pitted once again against those 
Indefatigable foe the Seiddab in 
a complex combination of space 
shoot em up and 3D room exp- 
loration game. To some degree 
Steve and the men from Gar- 
goyle Games seem to have been 
moving on parallel courses in 
recent months and Astroctone 
had uncanny similarities to 
Gargoyle's release Marsport. 
This introduced us to a new 
hero, John Kepler Marsh and the 
return of Gargoyle to space. 
Mtirsport was the first of a 




planned trilogy of space games 
called The Siege of Earth, 
complete with an excellent baek- 

8 round story from the pen of 
ireg Follis about man's meeting 
with aliens and its consequent 
results. The subtle additions to 
the previous Dun Darach to- 
gether with Gargoyle s inimit- 
able mix of puzzle, pun and and 
action made Marspvrta surefire 
hit. 



Tau Ceti and Zoids got pre- 
viewed, but The Edge got Fair 
fight out for us to rave over. Here 
was another 3D room exploring 
game with puzzles to be solved, 
using graphics that improvbd 
upon those employed by Ulti- 
mate and one in which objects 
behaved realistically in interac- 
tion with the playing character. 
Fairlight has been the outstand- 
ing achievement of The Edge to 
date. Turning the page of that 
issue, another Smash emerged 
— Elite. Firebird had purchased 
this cult BBC game for a fabu- 
lous sum from the program- 
mers, converted it to the 64, 
where it was well received, and 



had spent considerable time 
making the Spectrum version 
even better {though alas F not the 
music)! It's the sort of game 
(space trader/shoot em up) you 
either love to death or hate if the 
former, then you can t put it 
down for months, 

Bubble Bus also flew us to the 
deepest regions of space and a 
black hole with Stephen Crow's 
follow up to his excellent Wiz- 
ard's Lair called Starquake. It 
had visual overtones of Under- 
wurlde end the more recent 
Nodes of Yesod in its superb 
graphics and offered e high 
degree of play ability with many 
neat touches and novel ideas. 





Back on Earth, Melbourne 
House disappointed us slightly 
with Fighting Warrior, a sort of 
ancient Egyptian martial arts 
program, where it was feft that 
there wasn't quite enough going 
on to overcome (he fiici that 
much of its content was actually 
the 'Exploding Fist' control 
mode. 

Ocean, too r brought us and 
our joysticks back to earth with a 
thump and Daley Thompsons 
Super Test. Although unden- 
iably fun, Super Test really 
offered nothing new over Deca- 
thlon and was over-shadowed 
by Hypersports. 



PS 

w 

m 

m 

%0- 





pip 
If 



fJK, 



mm 
mm 

p 



WW* - -* 



JHF 



i 



Hi 





US Gold's November game 
was another monster hit from 
the 64, Impossible Mission, but 
like its stable mate Bounty Bob, 
it somehow failed to carry the 
adulation with it over to the 
Spectrum, resulting in a respec- 
table enough and tough plat- 
form /exploring game. 

We also saw the first ever 
release of a new software name, 
Electric Dreams, backed by 
Activision and fronted by ex- 
Quicks i I va boss, Rod Cousens 
The game was called Riddfer's 
Den and sparked a bit of a 
controversy with US Gold, who 
were also launching a budget 
label under the same name. 
Riddfer's Den was a good start, 
priming the market for their 
December release , _ 



convinced everyone of its 
Smash merits. Derek enjoyed 
(and Smashed* the Melbourne 
House spoof 'adventure' Terro- 
rmo/inos, although he failed to 
rate Beyond s Sorderon's 
Shadow quite as highly as the 
Mike Singleton Midnight trilogy 
which it vague ty resembled. On 
the other hand he gave a Smash 
to The Secret Diary of Adrian 
Mole from Mosaic/Level 9. 

And that just about brings us 
up to date. So what character- 
ises 1985 as a software year? 
One thing that stands out to my 
mind is the way that this sum- 
mer software kept on coming 
out r and good software too. 3D 
has been almost an obsession 
with many programmers work- 
ing in all its aspects and proving 
that last year's comprehensive' 
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3D article is way out of datef 
Gameplay has been worked on 
very carefully too, supporting 
our earlier optimistic view that 
computer games would not die, 
only improve and change their 
nature. But to balance the incr- 
easing complexity of games like 
Dun Darach and ttankie Goes to 
Hollywood, we've also seen the 
rebirth of the classic shoot em 
up — except the graphics have 
been vastly improved over ear- 
lier efforts. Software prices have 
crept up of course. But budget 
software has come of age with 
Masiertronic leading the way r 
and on the pricier end of the 
range, we've generally been 
given much more for our money 
to make up for it 

Some software houses have 
disappeared — or been swal- 
lowed up or revamped, Bug- 
Byte for instance, one of the 
oldest companies, has just re- 
emerged as a budget label for 
Argus Press Software, having 
been bought out of receivership. 
Some well known names like 
Artie and, sadly, Mrcromcga 



Last month is stifl fresh in every- 
one's minds, so I won't dwell too 
tong on its bright points, which 
were numerous. At last Tau Ceti 
arrived and Smashed, Sandy 
White tof Ant Attack f&mei gave 
us Electnc Drums' Smash / # of 
the Mask, In similar visual vein, 
Melbourne House came up with 
Gyroscope and got a Smash. 
Microsphere surprised us with 
the quiet release of their skool 
follow up, Back to Skool and 
proved you can add even to a 
fabulous program and get ano- 
ther Smash. Durell got one as 
we J I with their Critical Mass, and 
at long, Jong last Digital Integ- 
ration brought out Tomahawk 
— the game we waited almost 
18 months to see. This flight 
simufator showed some ad 
vances over Fighter Pilot and 





seem to have faded into the 
background and some compa- 
nies have dropped out wilfully, 
like the sadly missed Games 
Workshop who after toying 
with some games and produce 
ing some excellent material, 
chose to get out of software 
altogether. But new names have 
emerged, often with startlingly 
strong product. 

This year has also seen the 
growth of profess iongj progra- 
mming design teams like Den- 
ton Designs and The Electronic 
Pencil Company, who write 

Sames but don't market them, 
saving that to software houses 
who buy their talent in In itseFf 



this is a fine idea, leaving the 
designers to concentrate on 
doing what they are best at — 
designing good games, f would 
say 1 985 has been a vinetge year 
for the quality and range of 
games, and current trends bode 
welt for 1986. Games in the 
pipelineare promising indeed— 
we still await Zotds from 
Martech as I write — and the 
software business seems con- 
tent with the results and hopeful 
of next year. 
We wait with bated breath . . * 

LM 






Available on the 48K Spectrum and Amstrad from Electric Dreams Software, 
31 Carlton Crescent, Southampton. Tel: (0703) 225282 




SO YOU THINK YOU'D IK 




HUNDREDS AND HUNDREDS C 
TO BE WON IN THE WIELBOUR 

You could win the Complete Work 




Out with your caption writer's thinking 
cap, she rpen a penci I ( or bi ro, rf you ' re d pft 
enough) and frit in the speech bubble. 
Send off the piccy, remembering to add 
your name and address, and you could 
win a prize of epic proportions H your 
entry arrives by 30th January 1M6 
Entries pfease, to PAULA BYRNE's STILL 
WDNDftFUU CRASH MAGAZINE/ PO 
BOX 10, Ludlow, Shropshire, SYS 1DB, 

NAME . . . . *>»■■■*** 

ADDRESS 

POSTCODE 

82 CRASH Christmas Special 1 985 




It's amazing what you have to do 
nowadays, when you work for a company 
as a Publicity Person, I mean, there was 
Melbourne House's PAULA BYRNE (she's 
Wonderful sitting quietly in the office 
a ne day, ponder i ng what she shou Id do to 
promote the whrzzo new wrestling game 
Big Daddy's Rock'n Wrestle when fn step* 
ped the man himself . . In Ml wrestling 
gear. 

a "jiSCf M B P^toS photographer. 
And Oho as an idea crossed his mind. 
And before Paula could finish writing the 
press release telling people about the 25 
drfferent wrestling moves contained fn 
the game, she found herself In a corridor, 
with Big Daddy's ami round her neck 
being snapped by the super keen lensman 
for a publicity shot. 



Then it was back to the office for Paula, 
to add the paragraph about the ten 
opponents you meet in the g*me and the 
rock sound track that plays along while 
you wrestle. All in the the working day of 
your average Melbourne House Publicity 
Person, you understand. 

And now the photo has been 
developed, printed and sent to sunny 
Ludlow, Paula, you see, was a bit stuck as 
to how to caption ft. So she decided to 
offer one set of Melbourne House's 
complete works to the writer of the best 
caption for the photie And fifty copies of 
the oame BIG DADDY'S ROCK 'N 
WRESTLE will go to the runners up, So if 
you think you're the wittiest person alive 
here s your chance to cash in on your 
talent, 



ROCK, WRESTLE and . . . WRITE! 



VI KE A CAPTION WRITER? 



IE HOUSE PHOTO CAPTJONCOMP 

ts of Melbourne Itaiise for the Spectrum 




So, Now you know When it comes to 
prancing around on camels, Lawrence of 
Arab ia didn't quite corner the market, 
STEVE CARGILL. the programmer 
responsible for the fighting game that has 
lots of Eastern Promise, FIGHTING 
WARRIOR, ts seen here dressed in his 
Mum's best curtains atop a camel (After 
IhHl BIG DADDV snap, Ms Byrne of 
Melbourne House had to get her own 
bach on someone, didn't she I) 

Quite where he found a camel in North 
London still remains a mystery, but no 
matter. Your faithful Competition Minion 
has secured a second Caption 
Competition from the Wonderful PAULA 
BYRNE of Melbourne House. Tfiis time 
you need to come up with a winy, pithy. 



to pop into Steve** 

speech bubble. 

And as you can see, Steve Is looking 
suitably vicious — maybe he doesn't like 
camels too much ? Whatever the reason 
for his grimacing, it's up to you to write a 
little scriptlet which pyts words into his 
mouth (or bubble). 



The wittiest bubble filler wi II win a full set 
of Melbourne House software tor the 
Spectrum — and of course there are fifty 
copies of FIGHTING WARRIOR to be won 
as consolation prizes, You too could be 
chopping and hacking your way across 
the desert on a quest to save the princess 
who's locked away in a pyramid And all 



EI10 STEVE, GOT A NEW CAMEL? 




i 



for free. 

Once again your Competition Minion 
fights his way to another whizz o 
competition and stitches up a deal with 
the striking Paula Byrne of Melbourne 
House. 

Get vuur entries in to CAMEL CAPTION, 
PO BOX 10. LUDLOW, SHROPSHIRE, SYS 
1DB to arrive by 30th January T966. 

NAME n ,„... rttmm 

ADDRESS . . 

POSTCODE 

CRASH Christmas Special 1 985 83 




Name your te^m, choose your colours, lace up and runem off the court - 
pass ... fake ...jump ... shoot in off the backboard ... GREAT BASKETI 
Simulating ail the excitement (including FOULSIJ of the Basketball Challenge 
Play head to head or against the computer - REACH FOR m 

» ltam:(g) WHSMITH .^^Dl, mWtmMm.uaMSMtr«hmtow t t*mmm.SfmM 

Imagine Software (1984) limited -6 Centra* Street- Manchester- M2 5NS-7el;061 8343939 



YOU ARE TRANSPOSED INTO A STRANGE COMPUTER 
GENERATED UNIVERSE. YOU MUST DO BATTLE WITH 
THE ROM ROBOT, TANKS AND RANDOMISERS IN YOUR 
MISSION TO REACH THE PROCESSORS OUTPUT PORT. 









ORDER YDJR COPY NOW I To: iksight software. 

W KJftHffl PARfl ST, T>i RNGERPQIST SHOPPING OfTRL 

sr mm, msm®L mum w 



HUME BUW fcfllBB -^^^^•^>.?*^^ 

ADDRESS. 

W^^^m^m^^^ ■ postcode . 

ftee send copies of VECTflQN' at 1 7-86 lauding Pmu.pt 

I mcba « tfwquiJP.D. tor 1 1 

ffiU WHY ORDBl BY ACCESS C] ^Sa[U P0S1 OR RING 
unffioro hms Phone Q7H 22013 Telex: 62948? BlUECH G. 




itahnil I 



N.QXI 



I I I I I I I I If 



Signtuie 




SPECTRUM 48K 

£7.95 



INSGHT SOFTVWAflE. 
It? HIGHER PARR ST., 
THE FINGERPOST SHOPPING CENTRE, 
ST HELENS 

MERSEYSIDE. ENGLAND. WAD 1A& 
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Jse ir^sible cat+code: string O etc. Full cerebral combat status needed 9? 
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SPECTRUM c0M ^OOtt flE £14.95 
^STfi,-, 'CASSETTE! 




Tliose devious Seicfdabs 
are mustering far 
another attack) 
Venture through a recently 
discovered series of stargates 
guarded by Seiddab fighters, 
and you'll find a system of 
named planetoids,, each a part of 
the Seiddab war machine. 
Vbur mission, fn this totally original 3D adventure, rs to explore 
these stargates and planetoids and rid them of the Seiddab 
menace, using an armada of fighters crevwd by Astro Clones. 
In addition, a series of garbled messages teNs you that a 
deadly Graviton Bomb lies hidden amongst the planetoids, 
Using all your skill and judgement, you must travel through 
the stargates to find its components and smash the master 
consul, closing the stargates forever After a desperate 



journey through space, 
beam your clones down 
to cripple each planetoid 
destroying its launch system. 

However, each landing 
holds a new surprrsef 
Scattered around you must find 
everything from passcards to cryptic 
clues on a computer terminal to continue. 
There are also aliens and robots who could heip or hinder 
your plans Furrimal for instance, is partial to chocolate, while 
another needs a battery to be of any use . . The list is endless! 
Vtiur clone can pick up and store objects, turn and fire a faser- 
he can even throw objects across the room I Futuristic graphics 
plus unique sound through many different scenarios make 
this the ultimate space adventure movie. 

For all 48K Spectrum; £7.95 





Alio nriff t" trw 



HEWOfl CPilMJU AfO 

S6g MUton Trading ksiarc. Mutcm. A&nqtfprx Okuti, QXM«TX 

Fof mail order send cheque/postal" order made payable to 
Hewson Consuftants J=w credit card sales sun? your Access/ 
Sarclaycdrd number and enclose a spedmen signature 
Don" t forget to include your own name and address. 
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PLA YING WITH 
GRANDFATHER'S 
ABACUS 




FEW software houses have encountered the success 
that GARGOYLE GAMES has enjoyed and remained in 
the background of the industry. It's not that the 
people behind the company are so secretive, just that 
they feel their market isn't interested in them 
personally because they aren't teenage wizzkids So 
ROBIN CANDY and ROGER KEAN hitched a ride up the 
M5 to investigate the creators of such computer 
heroes as Cuchufeinn the Great and more recently 
Commander John Kepler Marsh, GREG FOLLIS, ROY 
CARTER and TED HEATHCOTE. 



The Gargoyle Games triad, icft to right Greg Foms Tnci 
rteathcate Huyxtnti Carter. 




2k 



*** . u 



King Street, Dudley fs unprepos- 
sessing and busy. Far from 
being some gilded cathedral to 
computer art, compters with 
gruesome figurines attached to 
the high corners, the head- 
quarters of Gargoyle Games is 
on the third floor of a modest 
four-floor brick and concrete 
office block with an insurance 
company just below it and the 
smelt or disinfectant haunting 
the cold stairways* The space 
consists of an office for Ted, who 
does the selling, a writing room 
for Greg and rtoy, and a stock 
room with some games and 
boxes of toys. The toys are 
important. 

The computer industry has 
always been associated with 
wi&kids who discovered com- 
puters overnight and made a 
fortune but Gargoyle Games* 
graduation into the home 
computer market has been a 
different pan of chips altogether. 
It alt started about seventeen 
years ago in a computer res- 
earch department where Roy- 
ston (his full name, though Roy 
wtft do) and Greg worked for a 
large services bureau. This 
entailed them working at the 
iarger end of the computer 
market and gradually through- 
out the years they've come 
down in machine size, though 
Greg admits that the mini com- 
puters they worked on weren't 
necessarily more powerful than 
the home micros toda y. 
7he first one I started on/ he 
says, 'had the same power as an 
Amstradand wouldn't have fit in 
this room, it was an &K machine, 
$n fCL J90t. ft was very stow. 
We used to pt&y Grandfather's 
Abacus on it. That's how it ati 
started, I suppose/ he adds, 
referring to games. 
'No you were hatched/ quips 
Roy disproving the myth that 
Greg is the only one with an 
operative larynx, fn fact listening 
to these two is tike watching two 
stand-up comedians r 
7 started on computers at a 
company called Hewitts f ' con- 
tinues an unperturbed Greg 
Fottis 't was employed by them 
as a programmer in the central 
computer, t worked as a prog- 
rammer for a few years until 
they decided my talents might 
be more usefully employed in 
analysis. I asked "What's the 
money tike?" They said, "It's 
better/" so i said, "I'm an 
analyst'". Greg's new job 
brought him more into contact 
with Roy, When we started, we 
didn *t tike each other vary much, 
t can't remember why — well t 
can t lean remember exactly ..." 

it was nothing to do with you 
at ail, ' snaps back Roy. 

you didn t like me I 

That's right and you didn't 
like me V 

Having established this hate 
relationship, they ended up 
getting together over a com- 
puter program and decided 
what everyone knew all along — 
they liked each other, and 
because they had a lot of fun 
working on the program they 
decided that if they could be in 
the same department it would 
mean that they could have a lot 
more fun. So they developed a 
briffant scheme. 



*We invented this new depar- 
tment called New Products- 
Research and Development ' 
continues Greg, 'The manage- 
ment said, "What a great ideal 
You can make up new prod- 
ucts", which of course we never 
did. We actually got our own 
office, / suspect simply because 
we had a lot of fun and made a 
lot of noise which never actually 
stopped us with the work we 
were doing, but stopped every- 
body else working- But we had 
an awful lot of run, more fun 
than we have now, We did 
eventually write some very 
good programs for them in the 
end, one of which was fairly 
important, which they've just 
started sei/ing, something that 



and book advertising. Feeling 
that they could duplicate the 
standard of software presently 
on the market without any mas- 
sive financial for time) commit- 
ment of any sort they dived 
straight in at the deep end with 
their first game Ad Astra. 

'The thing that actually attrac- 
ted us to games was that it was a 
method to make money that we 
could afford/ says Greg, We 
both have mortgages and com- 
mitments that you can't throw 
away. We couldn't have done it 
any other way because we sim- 
ply didn 't have the backing. We 
had been involved in business, 
though and knew some of the 
pitfalls. At the time we were still 
working in the New Products 




Fnfiix and Carter in playful mnori — th* qunn are for snip tmj 
passing spcunry Htaftob 



we felt should have been sold 
three or four years ago. ' 

They had been working for the 
company for around 75 years 
when press rumours that teen- 
age 'programmers' were 
earning fortunes prodded their 
own feelings about getting on 
and prompted them to turn their 
attention to games outside daily 
business work. At this point Ted 
Heathcote, long term friend of 
Greg's, was roped in to sett 
games for the envisaged firm 



Department so Ad Astra was 
developed in our spare time. 
Consequently it took nine 
months to develop which was 
an appatingty tong time. We 
could put Ad Astra together in a 
few weeks nowadays. ' 

Ad Astra was re/eased when 
CRASH was still a fledgling 
magazine and it was a mild 
surprise to find a young, prom- 
ising software house so near to 
home. The game rated 80% wtth 
particular recognition of the 




Graphics, which at ttme were 
stunning. As soon as Ad Astra 
was released work on Tif Na 
Nog began, Contrary to popular 
belief, Tir Na Nog's ongins do 
not tie in Fighting Fantasy, 

'One day after releasing Ad 
Astra / wrote this routine which 
showed a character walking in a 
scrolling background, Foy re- 
calls. Greg thought it 'looked 
nice', so then they looked 
around for a scenario which 
fitted the character. 

'Eventually we found Cuchu- 
lainn and so Tir Na Nog was 
born J 

With the exception of Ad 
Astra, all of Gargoyle's games 
have carefully worked out plots 
whfch lend an almost unique 
atmosphere to the game. It is 
this atmosphere and the intri- 
cate problems that make games 
like Marsport classics. 

'The apparent literary content 
of our storylines comes about 
simply because we enjoy read- 
ing stones, * Greg says modestly. 
We make stories that we enjoy. 
We make stories that seem to be 
the tip of the iceberg, so you 
always have the impression that 
there was a lot more going on 
that you didn't know about, and 
the resultant effect is that you 
are completing the story as you 
complete the game, something 
like a movie where the outcome 
is up to you. That is what we're 
atmtng for, a true computer 
movie that is realistic* And we 
like to think that we achieve that 
in our games. I think a lot of 
adventure type stuff needs a 
story behind it, and fantasy 
material like Lord of the Rings, 
can provide an ethos to build 
problems and work out a taxing 
game, ' 

Greg and Roy work closely 
together. We pet an idea for a 
scenario and then make up the 
problems as we go along, two 
thirds of the game's ideas are 
my creation the rest come 
mainly from Royston. Our next 
game Sweevo's Wbrldt how- 
ever, is aimed more at the arc- 
ade market but it stilt fits into the 
MsrsporttSiege of Earth trilogy, 
scenario. The game is intended 
to a btt of fun. If people play it 
and say "that was fun" then the 
game has achieved the purpose 
for which it was designed. The 
industry is far too serious now. A* 
needs more fun injected into it, 
after all it is an entertainment 
industry. f 

On the thorny subject of pir- 
acy Gargoyle Games have been 
almost alone in preferring to 
concentrate on perfecting a 
program rather than spend the 
time developing protection rou- 
tines for it Roy is quite forceful 
on this point especially when it 
comes to discussing how many 
potential safes are lost through 
illegal copying, V woutd suggest 
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Five Fantastic Games 

Keep your eyes peeled for NOW GAMES 2, Five major Afteugjiits jostle for 
your attention on this packed-solid with fun cassette. ^^^^^ 




<S JmH E.Sir 





Now Us what I call value 



STILL AVAILABLE - NOW GAMES 

featuring 

Lords of Midnight, Brian Btoodaxe. Strangetoop, 
Py/amarama, Arabian Nights and Falcon Patrol // 



i 



55 




1. AiRWOLF - CMe Systems Litf 
Stringfrifw Hawk? must ttse tits helicopter tn free hve 
imprisonec 1 scientists in this writing arc&tte which 
lakes piece tn a subterranean terrorist base? 




2, TIB NA NOG Gargoyle Games 
This remarkable interactive graphic adventure attorn m 
tofiiay the mythologies/ £eitiL Cuchufathn searching fur 
the fragments of (he Seal ofCatum. 



1 CAULDRON - Palace Software 

lake up the witches chafieuge and unravef the mysteries 

of this oeatftifuitind m this Striking arcade adventure 




4 CHUCKEE EGG 2 -A&F Software 
Help Hen Noose Harry m the smooth running of the A&F 
Choco/ate Egg factory* He must fmd equipment W find £ 
out where to use it m this amusing arcade game 




5. WORLD CUP - Ajipc Computing 
This great fontbalt simulation tets yon re-enact (If 
tough fight to the Hforfd Cup Fmal Play a friend, 
or the computer (a pretty tnugh opponent/ 



* Available from all good software retailers 

Also available directly from Virgin Games Mail Order, 2-4 Uemon Yard, Portobello Road, London W 11 2DX 





that we lose 50% of potential 
safes on every game not 
through piracy but by not 
having adequate PR. That's a 
fairly reasonable figure- Protec- 
tion routines are obviously dir- 
ected towards the odd few 
hackers that are around, but 
who cares if they know what 
your code is? I can *t see that it is 
th&t important if someone 
knows what your code is. There 
s$ no way of stopping tape-to- 
tape copying. 1 

After Sweevo's World Gar- 
goyie intend returning to the 
more serious game with the 
second instalment in the Siege 
of Earth trilogy, Fornax, The 
format for this wit/ be totally 
different from anything that 
Gargoyle have done before. 
Although there will be still be 
various problems which have to 
be overcome to complete the 
game, the presentation wiff be 
radically different. Greg sugg- 
ests that Fornax will probably 
end up as a mixed media game, 
perhaps using icons and for 
sentence input using semantic 
analysis or Sentences rather 
than syntactic — this will be 
quite new, Before starting Gar- 
goyle they bed been sent on 
artificial intefligence courses 
where they teamed certain ele- 
ments ofAl which Greg and Roy 
now hope to incorporate into 
later games to form what Greg 
calls a sort of cross between Dun 
Darach end 'Crossroads'. But 
whatever turns up in Fornax you 
can be sure that it wilt have 
plenty of animation and beauti- 
ful graphics along with intricate 
puzzles. Fornax should turn out 
to be innovative while stilt being 
fun, the ingredients Gargoyle 
feel are necessary to make a hit 
game. 

'There's a tot of new ideas 
about at the moment/ says 
Greg. 'It's very difficult, but you 
have to constantly learn from 
previous hits released by other 
software houses. I would be 
quite happy to turn out Dun 
Darachs but there's a market out 
there and say 50% of it is buying 
Daley Thompson's Decathlon so 
you've got to go with the market 
trend. We have plenty of ideas 
which we know we could deve- 
lop but time isn't on our side. 
We've got to release a game 
every few months in order to 
live. If we had six months to 
develop a game we could turn 
out something at the end of that 
ttme that would demolish the 
competition but we've a/I got 
mortgages to pay, In order to 
translate our ideas into software 
form we would probably need a 
Spectrum 349 1 

'Before we can develop true 
mega games we have to ex- 
pand, to employ a few people to 
take awa y the things that take up 
so much of our time — a person 
to answer the phones would be 
$ real boon as would someone 
to write some of the less com- 
ptex but time-consuming rout- 
ines in our games. There is also 
the possibility of us stopping the 
manufacturing side and becom- 
ing a development house simi- 
tar to Denton Designs, f he says 
looking wistfully at Roy and Ted. 
f That tsn't a bad idea, it would 
take out the task of PR straight 
away/ 




Th* wtckfftf fjlint in Greg f 0//15 ' eye fo/Ji yau where thosti 
(Hit-sir'.', rump, ft ant 




'Ttilt him about the foothatt ftour, Grey. 



Mention of Denton Designs 
leads us to talk about the old 
Imagine and the state of the 
post-boom industry. Gargoyfe 
entered the games industry 
shortly before the crash of 
Imagine but even though doom 
ana phom is spouted by the 
media they believe computer 
games are here to stay, 
f Don't think that computer 
games are a fad, they're an 
industry/ Roy claims. Vs tike 
TVs and videos are not a fad r ft is 
all encompassed by the electr- 
onic entertainment industry and 
wilt always be maintained, Eve* 
ntual/y wewsfiefd may not pub- 
lish magazines but someone 
will. The industry may change, 
for example video shops may 
become laser holograph fend* 
ers, the medium will change but 
the concept of electronic enter- 
tainment wifl continue because 
it's big business and you can be 
sure that we wilt be helping it 
along. ' 

To relieve the tension of pro- 
gramming and planning ahead, 
the backroom of the office is 
dedicated to toys. The remnants 
of their programming days with 
Hewitts litter the floor in boxes 
of varying stzes, guns of differ- 
ing calibre wait to be fired once 
in a while at passing security 
guards. 

We used to have terrific fun 
with these, ' Greg laughs, hold- 
ing up a tatty football boot 

Tell them about the football 
boot Greg, ' Roy prompts. Greg 
glances at it as though surprised 
to see it in his hand. 

*Ah t the football boots. A 
professor friend of Ours sent us a 
pair of football boots fdon f t 
know why), which we promptly 
sent back. He then ga ve us a had 
of clues as to their whereabouts 
which eventually fed to us going 
to Ibiza to dig up a football boot. 
We will ha ve to hide this on e and 
give him a set of clues to find it 
again. ' 

Leaving the tiny offices, with 
their disinfectant-smelling stair- 
ways and a playroom full of 
mechanical fly swatters r 
whoopee cushions and toy 
guns, I am left with the distinct 
tmpression that it is their crea- 
tors and not Cuchuiainn and 
Marsh who are truly the heroes. 
The spirit of the software indus- 
try lies in such smalt but pro- 
fessional outfits who, by hard 
work and excellent products, are 
leading the way towards an 
electronic environment where 
reality and fantasy will be indis- 
tinguishable. It may not have 
been a world-shattering event, 
but for the Spectrum and com- 
puter games in general, the 
hatching of the Gargoyle was a 
truly remarkable event, 

Robin Candy r with help fmm 
Roger Kean who held his 
CRASH cap and took the pic 
ty res when told , 
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FREE-LANCE 
PROGRAMMERS 



A very small number of 1st CLASS Free-lance Programmers are 
sought to work on a number of PRESTIGE TITLES to be published 

WORLDWIDE bV Elite during 1986. 

If you wish to be associated with the publication of some of 
the major titles of the next twelve months, and can demonstrate 
responsibility for at least one TOP-FLIGHT published work, we would 
like to talk to you. 

A choice of Royalty or contract payment systems are available 
to you, as an integral part of the Freelance force behind one of the 
most dynamic software houses in Europe. This is your chance to be 
part of a small team associated with the company responsible for 
major releases including: 



which is now planning for world w(de growth in 1986. 

Call Steve Wilcox now for a preliminary discussion on 
0922 55852 or write quickly to: 




t fcgt* A SPECTRUM SHOOT-EM-UP 
0 V ^AS FAST, SMOOTH AND MEAN AS 
ANY FROM THE ARCADES GO FOR IT . . 




SPECTRUM 48K £7.95 



ORDER YOLJfl COPY NOW f To: mm s&mwL 

111 HGHB PMfl ST . Tri fMfjlIIFCt£l StfffMB (911% 

st. mm. wmmoL wguwo. w*i mg 
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IfttSIGHT SOFTWARE. 

117 HIGHER PARR ST. 

THE FINGERPOST SHOPPING CENTRE, 

ST. HELENS* 

MERSEYStDE, ENGLAND. WAS TAG. 



NAME aflttlHTOS ... 

address ;»* 

county postcode 

Pease send me rapes of UTAR RRBIRDS" it 1 1 95 mcMmg PAHnU.* 

I enclose i dwquaM. for E 

YOU MAY ORDER BY ACCESS BY POST OR RING 

dumb mre hours Phone: D7I4 Z2DT3 
Recso itetut my crsdt mfd- 

AmmtHa l Mill 



Tdre 629487 BLUECH & 

in 



MINI 





You are the Robot Messiah, the one hope for your king suffering race, The Oroide 
I m prisoned in mines ol homf»c lorture. the Drotds are worker robots, slaves to Androids and desti ned 
to misery. 

As tha Robot Messiah, you must set Out against overwhelming odds — battFe against giant bears, 
ki Iter robots and evil g nomes Explore a mi nd-bogg Irng maze of caves, escape from a wretched t un net 
until, in rhe sinister test centre you can begin to formulate a plan — and lhai is only ihe beginning! 
Spanning >52 screens and 3 levsls, Hobot Messiah is a sensational arcade adventure, rich in 
atmosphere and tension which is sure to be the hit this Chrisrmas. 

"ROBOT MESSIAH" written by Christian Urqunart 
and Mike Smith 

Christian Urquhart is also the author of 'Hunchback 
& co-author of Daley Thompson s' Decathlon' 

AVAILABLE FROM LEADING SOFTWARE STOCKISTS 
OR DIRECT FROM: alphabatim 2 Wellingtons court vabndean park Brighton bni ctd Sussex 




CLWHO WAS MADE A COMPANION OF HONOUR IN 1 966.aWHICH IS A SERIES OF BOOKS 
FOR PRE SCHOOL READERS. Q.Wfci© WROTE TOM BROWN'S SCHOOLDAYS. Q.WHO WROTE 
THE NICE AND THE GOOBrtLCASUALTIES OF PEACE^WAS WRITTEN BY.Q.WHATl| 
FOLLOWED MAN AT ARMS IN EVELYN WAUGH'S TRILOGY. Q.WHG WAS DOSTOYEVSKY'S 
IDIOT PRINCE MVS HKfN.Q. WHAT WAS THE LAST BOOK AGATHA t£HRIST1E WROTE Q.I n| 
WHICH COUNTRY WOULD YOU SPEND DRACHMAS. Q.WH AT WAS THfesEARLIER NAME Of[ 
THE COUNTRY ZIMBABWE . Q.IN WHICH YEAR DID ENGLAND WIN FOOTBALL'S WORLDf] 
CUP. Q. WHICH CITY DOES THE RIVER SEINE RUN THROUGH. Q.WH AT NEWSPAPER W/ 
NICKNAMED /THE THUNDERER'. Q.WHO BELIEVED THAT PEACE WAS ASSURED 
MUNICH Q. MERE WAS THE LAST BQOK t*TTHE J3IBLE WRITTEN. Q. WHOSE ALBUM 
GREATEST /HITS WAS CALLED LEGEND Q.WHO HAtKA NUMBER ONE WITH 'RED Rl 




WINE Q.WHO HAD NUMEBR 
PAUL WELLER IN BEFORE 
1 984. Q. WHO PERFORMED T 

SERIES IS B AMBER GASCOIGNE A f|G T TGST H 01 VA ^ STAR OF THE EAS 
DRAMA FESTIVAL. Q.WHO JA^llIm 

APPEAR 5 IN THIS PR0GRaKI10WI6QC|6v MHIiOIe WITH NEWSROU 
BEGAN BROADCASTING IN Q-WI|£T J JS || 0|Pi 50UMi|L{ pXT TO GOLD ON AN i 
TARGET iQ.WHICH FAMOUS\eVE|JB8EI1II1Q liM RKE QLHOW MANY PLAY 
TEAM FOR HUR LING. O. WHICH SPORtU^-IU^ NATIO 
AMERICAN GAME WAS FIB^ PLAYmMWRf JWblWlN 1983. Q.WH AT DO PLA 
WITH IN THE FRENCH GAME OF PETANC 1 |mlf$ RE WERE/THE FIRST WINTER 
STAGED IN 1924TQ.CHIN AM AN r GOO fill - Wwlr ^MAIDEN ARE TERMS 
SPORT QjrrwHICH CITY IS THE PALACE OF CULTU REMAND SCIENCE. Q.WHH 
MEETS THE ADRIATIC AND IONIAN SEAS Q.HOWMANY UNION REPUBLICS 



WITH THEIR FIRST ^SINGLES. Q.WH AT GftOUP WAS 
COUNCIL Q.WHO DID THE SOUNDTRACK FOR 

ISTERS Q.WITH WHICH QUIZ 

CHE AM | 
E COWl 

ami 

CHERYI 
RS IN Al 

.what 

RS AIM 
YMPICS 
IN THIS 
COUNTRY 
KE UP THE 



USEI 



U.S.S.R.Q.THE TAJ MAHAL WAS BUjlLT IN WHICH CENTURY. Q.WHERE IS TH&PARQUE DEL 
ftETIRO. Q.WHERE IS THE ARC DE TRIOMPHE. Q. IN WHICH CITY If THE SCALA 
0PERAHOUSE.Q.ON WHCH RIVER ARE THE 'THOUSAND ISLANDS'. Q.ST/GEORGE IS THE 
PATRON SAINT OF WHICH COUNTRY. Q. WHAT IS THE GAS IN FIZZY DMNKS.Q.HOW MUCH 
OF AN ICEBERG IS BELOW WATER. ClWH AT WAS SEGOVIA. Q.WHERE4S THE LARGEST CAR 
PARK IN BRITAIN . Q.WH AT IS THE HIGHEST MOUNTAIN IN THE WORLD Q.WHO PAINTED 
PICTURES OF LANCASHIRE. Q. WHICH IS THE SMALLEST PLANET IN THE SOLA 
SYSTEM. Q.WHO WROTE THE CREATION. Q.THE SYMPHONY FROM THE NEW WORLD WA 
WRITTEN BY. a WHO PAINTED IN TAHITI. Q.WHO WROTE 'GOD SAID, LET NEWTON BE! AN 
ALL WAS LIGHT'. Q.WHO DESIGNED CLIFTON SUSP ENSION BRIDGE, a WHAT IS TH 
COME DIE FR ANCAISE. Q. WHO DIED IN LONDON IN 1 848. Q. ABOUT HOW OLD IS TH 
EARTH, a WHAT NAME IS GIVEN TO YOUNG WH ALES. Q. WHAT IS THE LARGES 
REPTILE. Q.ON WHAT MIGHT YOU FIND A BARBULE.Q.WHAT ARE STRATUS, CIRRUS AND 

BETWEEN DIFFERENT AIR MASSES IS.Q.WHICH BIRD 



NIMBOSTR ATU S.Q.TH E BOUND AR' 
PRODUCES THE LARGEST EGG.CLt 
ATOLL IS. Q.WHO INVENTEI 



fHAT BLOWS AT 
VULCANISED 



LEAST 74 MILES PER HOUR Q.AN 
RUBBER. Q.WHO INVENTED 



Q.WHO 





ThelKlol 



LOGARITHMS. O.WHAT IS JAMES WATT ASSOCIATED WITH. Q.WILBUR AND ORVI 
WRIGHT VVgKSf ASSOCIATED 

TRAN§E0ftf"flM THE FIRST PH 
DYNAMjM%*^J&*WAS FRED AS 
OLDERjrjWrCAURELMOilV 

PW |Wr (>HOW MANY PRIMI 
ENGtlSH KING HAD THE LONGE 
ASSOCIATED WITH . CL . i-^gR IG HTO 

4 MiNUT^^modoie .^KfiARUNTR 

EDEN AS^U|y6pMl5TER.Q.WHO 
FLEXIB&P 15 , - QfirttS^NYL ASB 



5 R EC ONI fA El 



JULLIJ 




,iN Q. 
>NG 
VIET 




&S&%%m& art ^STi 



MUa I 



BE IN SINGU 



CREAM. Q. WHAT IS THE CORRECT NAME OF EGG PLANTS, Q.WH AT MIGHT YOU GROUT., 



Monster prizes to be won in the 

Quicksilva FRED FLINTSTONE Comp 




£1 



f 




You could be watching Fred 
Flintstone and Family on your very 
own GEC Colour TV it you come out 
tops in this Quicksilva competition. 

as mmm tf ttes 




8 



1 



h>. J& wit 




DESIGN A PREHISTORIC COMPUTER 
AND WIN, WIN, WIN 



In Quicksilvas latest game, Fred Flrntstone is desperately trying to 
build a home in Bedrock so he can lure his loved one, Wilma, into 
marriage and thus set up the family we have all come to know and 
love. 

It is your task to help him gather the rocks he needs to build the 
house that wili secure him Wilma's love. But all is not roses in 
prehistoric days and Fred has to contend with evil killer turtles end 
swooping pterodactyls that sap his energy, Fred needs to find a car 
to zoom around collecting building materials to make his love nest - 
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and to visit Wilms to 
recharge his emotional batteries and replenish his strength, 

But once he'$ made his home, Fred wiil need a home computer 
won't he? And that's where you come in ... If you want to enter this 
competition and stand a chance of winning a super GEC colour telly, 
or a modem, or even one of the twenty five copies of the game 
Quicksilva are offering as prizes, you'll have to design a suitably 
prehistoric computer for Fred to play games on, 

So get your book of Prehistoric flock Computer Components down 
from the bookshelf, collect together your Stone Age Electronics 
Magazines, and get thinking. Design a computer for Fred and Family 
that would fit in with his lifestyle and send your technical drawing, 
painting or full four hundred page specification in to FREDs 
COMPUTER, PO BOX 10 P LUDLOW, SHROPSHIRE, SY8 TDBto arrive 
by 30th January 1986, Our very own in-house Neanderthal Techno- 
Boffin r Mr Gary Liddon will put down his club, leave his lunch, and 
judge the competition on that day. 
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From the 

RICHARD DONNER 

Production 



we 



Based on the Story 
by 

STEVEN SPEILBERG 




Exciting Multiscreen Action and Adventure! 

pi^K?^ Parkwav industrial centre, Huneage street, 

Birmingham 67 4LY. Tfelephone 021-359 5020, Tteiex: 357268 

WtasoFt Is a revered Erttttrnart of Datawrft Inc 
Th* GWndw, If * trademark OP Warner Bros Inc 
'£1985 Warn** B#oi Irm All rrahU reserved 
: Warirer-T^srlaneP*iQ«i5hknaCorp jnoftelilaMuwccorp. 
All rljncSfWirVed. Used by permission r : l965 Da-ta&oftme. 




YOUR CHANCE TO BECOME 
A PUNCTUAL BBAINBOX! J 



Find your way through 1986 with 
a Letts Computer User s Diary 
- Fifty copies to be won! 



Worid Patents 
Pending 



SLOMO SPEED CONTROLLER 



\% 

| £9.95 




SLOW MOTION AND FREEZE FRAME FOR 
THE SPECTRUM, CBH 64 AND BBC. 

Fully variable control from normal speed down 
to virtual standstill + instant freeze 
ir Higher gom&$ scof&s and improved skitfs 
^ Invsiuabfe programming akJ for de-buggtng. 

pmpowttngpf&bfem areas etc. 

Unique computing aid for education, ^ 

occupational thempy, rotates, ™ h and connec * or ^ 

^ compter, (state which model} 



£14.95 



if 



RESET BUTTON & EXTENDER 



Resets the system GENTLY without loss of | 
power to Hie computer or peripheral. 
- ■ " ,_r j j j safe recovery from microdri ve crashes and | 

L 4 iSB J -Ut aasy eari from programs or games. 

Allows all peripherals to be securely attached to the Spectrum + & 
eliminates need to sokter rose! connections on ttie + Upgrade. 




JOYSTICKS 



FLIGHTL1NK 

Microswitctied; very 
light positive action. 
Dual independent fire 
buttons. 



QUICKSHOT II 



Popular joystick 
with two fire 
buttons and 

Autofire 



£10.95 




SLOMO PACESETTERS 




TWO NEW INTERFACES FOR THE SPECTRUM. WITH 

NIDD VALLEY'S SLOW MOTION CONTROL BUILT IN 

Both wtt* mtoif button and LED to indicate 
slow mobon and lilted wlh through extender 

SPECTRUM PACESETTER 

Kampston compatible with stow motion 
control built in F and through extender. 

Pacesetter jnferface £1 4 .95 
Paceseflei wtlhioystic* J^90 

SPECTRUM PROGRAMMABLE 
PACESETTER 

Easy to program - enables ALL games 
to be played with joystick and speed 
control by placing the control keys into 
the interface's 1K memory. 
Keeps a record of your games so you 
only have to prgram once for each game. 
Compatible with mtcrodrive and all 
popular joysticks. 

Supplied with software and instructions. 
Programmable Pacesetter £29 . 9 5 

Programmable with joystick ^Sf30 



SPECTRUM KC INTERFACE 



A good quality Kernpston compatible interface suitable for all 
popular joysticks, Supplied with or without through extend or 



Spectrum KC 
with extender £9-95 

Interlace and joystick 



Spectrum KC 

without extender £8-95 

IriterfaceandpystM* £f&90 



ORDERING INFORMATION 



S LOM O - please specify for which computer required. 
SPECIAL DEALS - prices apply either loQuk^Ticrt II or Flightlink. 
Joystick - please specify which type. 

Prices include VAT and postage To mtef send cfigque or P.0 payable to N«jd 
Valley Micro Products LW . Id foe address shown Mow (no star*} needed). Please- 
allow 14 day* tor cteipvery - wa da not bank your cheque until day ot despatch 
MONEY BACK GUARANTEE IF NOT COMPLETELY SATISFIED 



NIDD VALLEY MICRO PRODUCTS LTD 

Dept GR 1285 freepost. knaresgoeough n.vorks. hgssyz 

Telephone: Harrogate [0433] B644B9 
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The nice people at Letts (who 
are fairly famous fof making 
diaries, amongst other things) 
have decided to gwe fifty 
CRASH readers the ch&nce ol 
coping with all the important 
things they re going to be doing 
in 1986. They've launched a 
diary for computer users, which 
is an elegant, slim booklet ideal 
tor popping into a coat pocket 
Not only is there plenty of space 
tor noting down all your import- 
ant appointments, but a handy 
section at the tront gives infoi- 
nation on all sorts of aspects ot 
computing. 

Theresa section on computer 
languages, another on word 

Krocessors, advice on buying a 
ome computer and lots of valu- 
able snippets of information for 
you to comb through and carry 
round with you all year 

But there's more still. Top 
prize in this competition is a full 
set of Letts KEYFACTS Revision 
Software — eight packages of 
revision software ideal for anv_ 
one taking O Levets or GSE 



exams. The subjects covered 
are: Biology- Chemistry, Comp- 
uter Studies, English Literature, 
Geography, Mathematics and 
Physics. You could become a 
real smart cookie ! 

What we want you to do, <s to 
write the entries that a school- 
being of the 21st century might 
make in a Lett's Diary in 2 186 
It'll get the old gray matter 
working after an overdose ot 
Christmas Pud — and you could 
start 1986 in a very organised 

W ?XjRBV, HURRY, HURRY, 
though As the prizes for this 
compare in fact diaries for 1986, 
well be drawing this compet- 
ition a little earlier than the 
others in this issue. Whizz your 
SSSe 5 in DIARY COMPETITION. 
PO BOX 10, LUDLOW, SHROP- 
SHIRE. SY8 1DB to arrive by 3rd 
January. {That's the ev// Km* 
8trthd$y> by the way, so ma 
make htm draw the comp^on 
as a present* HEE HEE - COMP 
MINION). 




GREAT PRIZES AND COMPETITIONS 

Weekly Prize; New Concept T-shirt Monthly Prize: New Concept Sweat Shirt 
National Championship: New Concept Surf or Skate Board 



NEW CONCEPT 1: 

A TRULY ACCURATE SIMULATION 
What a real expert thinks: 

J, l got caught up in the competition at the Inaugural Computer 
World Chsmionships in the same way as I do in real surfing 
competition*. I reaMy wanted to win the New Concept Surf 
Board Prize. 1 can assure the games player that this sports 
tutor gives them the cIosest possible simulation of my sport/* 

JED STONE 

1985 English Senior Surfing Championships and Five Times 
Winner of the Eurosurf Championships and Winner of the 
Inaugural Computer Championships at the 1985 Eurosurf 
Championships, 



NEW CONCEPT 2 

Use of patented New Concept Surfboard. 
THIS IS SURFINGI 

NEW CONCEPT 3 

NEW BEACHES AND NEW CHALLENGES TO FOLLOW 
|i} Eurosurf 85 Bundoran: 

Peninsula angled breaks. 
WW Huntingdon Beach, California: 

Waves that die and are reborn, 
IK) Burleigh He&d r Australia: 

Longest tubes in world with sharks. 
Civ] Banzai Pipeline, Hawaii: 

Murderous raa break tubes. 
WIN YOUR WAY TO THE WORLD CHAMPIONSHIPS AT AN 
EXCITING VENUE. 



OTHER FEATURES 

Gear selected, board selection and personal details affect performance, 
10 speed practice mode. Real scoring on full set of manoeuvres. 
Back up fully illustrated surf education program. 



ORDER INFORMATION 

PRICE £11,95 

Please rush me .... copies of 5URFCHAMP I enclos* a cheque/PO for E 

NAME , r t + _ ADDRESS i ( + 

Delivery 21 days. Make payable to: New Concepts, c/o S.I.D. Unit 1 0- 1 1 , Imperial Studios, Imperial Road, London SW6 




mm 



from ROBIN CANDY 



AND THEN THERE WERE POKES 




Ttib fe what you've all been wartirtg for, the Christinas Pokes 
Special with all the handy cheats that should help you out, 
DONT USt any of these routin es rf you th ink they might spoil 
your enjoyment of these games. 

About a year ago I made my debut in CRASH with a Pokes 
article similar to this one. Those were the days when 
Hyperloads were few and far between and you could MERGE 
games to put routines for cheating in; nowadays the 
routines are much bigger and resemble mini listings. This 
little lot of pokes is approximately 26 K long whereas a year 



ago they would have only taken up 2K at the most. It is a bit 
of a shame that you have to go to such lengths just to cheat. 
Some may say that you shouldn't have to cheat, but the 
average game player finds most games a bit difficult. 
Anyway rt looks as if the Hyperloads are here to stay and you 
will have to endure long listings. There shouldn't be any 
errors in the listings especially the long ones — they've all 
been checked. Special thanks to Keith Walker and Phil 
Churchyard without whom this pokes special wouldn't be 
possible. 



HALLS OF THE 
THINGS 

Thts Design Design game is 
qu'rta old now and it was pro- 
bably the first game with prot- 
ection on h\ Anyway the^e 
pokes should help if you're still 
stuck. 

1 REM POKES FOR THE THINGS 
10 CLEAR 65535 POKE 2365*,®: 
LETf 65024 

20 priivt at 8,6. 'do you 

WtSH INFINITE"; AT 12.13: "Yt 
N" 

40 PRINT AT 10,12; "MAGIC" 
50GOSUB 1000 

60 IF AS Y" THEN RESTORE 
ZOO: GO5UB2O0O 
70 PRINT AT 10,12; "ENERGY" 
80GOSUB 1000 

90 IF AS - "Y" THEN RESTORE 

210: GOSUB2000 

100 PRINT AT 10/12; 

'ARROWS'* 

11QG0SUB 1000 



120 IF A$ - "Y" THEN RESTORE 
220: GOSUB2000 
130 RESTORE 230: GOSUB 2000 
135 CLS: PRINT AT 9.7, ' START 
HALLS TAPE" 

140 POKE 23570, 16: LOAD 

CODE 61263 

1 SO POKE 61725, 254 

160 POKE 6S533. 240: POKE 

65532 r 0 

170 STOP 

200 DATA 6. 1 75. 50. 3, f , 30, 50. 
1G0 r 131 

210 DATA 3 r 175. 50. 205, 127 
22 D DATA 3, 175, 50. 221.126 
230 DATA 2 r 195 r 0,96 
1000 IF INKEYS ■ THEN 
GOTO 1000 

1010 LET AS INKEYS: IF AS = 

"V" OR AS - "N" THEN 

RETURN 

1020 GOTO 1010 

2000 READ A: FOR F = F TO F + 

A: READ A: POKE F A: NEXT F: 

RETURN 

iNFlNfTE ARROWS MAGIC 
ENERGY 



WHEELIE 

Wheelie is now one of th* all 
time classics, if you haven't got 
rt yet then rash out and buy one! 
Even though it has been out a 
long time now, this is the only 
set of pokes that I have received 
for "rt. These give you infinite 
lives. Type in the Elating and 
save it to tape for future use. if 
you get an error In data report 
then check that you have ent- 
ered all the data property. 

5 REM WHEEUE POKES 
10LETC = 0: FOR A - 23296 TO 
23340: READ 8: POKE AB: LET 
C = C + B: NEXT A 
20 IF <> 5024 THEN PRINT 
"ERROR IN DATA": STOP 
30 RANDOMIZE USR 23300 
40 DATA 175, SO, 21, 91,49,0, 0 
50 DATA 221, 33, 111, 63. 17, 



145,27 

60 DATA 52, 255, 55, 205, 86. 5. 
48,234 

70 DATA 221, 33, 108, 98, 17, 
125, 152 

80 DATA 62, 255, 55, 205, 66, 5, 
49, 242 

90 DATA 62. 201, 50. 85, 117, 
195. 30, 109 

FULL THROTTLE 

These pokes prevent you from 
slowing down plus they allow 
you to pass through the other 
ridera, 

5 REM FULL THROTTLE POKES 
10 CLEAR 65535: FOR A = 23296 
TO 23311: READ B: POKE A,B: 
NEXT A 

20 RANDOMIZE USR 23296: LET 
A = 60232 



30 READ B : POKE A,B: LET A = A 
+ 1 : IF B <> 233 THEN GOTO 30 
40 RANDOMIZE USR 60018 
50 DATA 221 , 33, 85, 234, 17 
60 DATA ISO, 1,62,255,55 
70 DATA 205, 86, 5, 48, 241 
B0 DATA 201, 175, 50, 105, 176 
90 DATA 62, 201, 50, 43, 189 
100 DATA 233 



AVALON 

For infinite energy follow this 
procedure: 

After MERGEmfl the program 
enter POKE 23782, 2: POKE 
23876, 201: POKE 23878, 204: 
POKE 23879. 227: GOTO 0 then 
restart tape 



WORSE THINGS 
HAPPEN AT SEA 

These pokes appeared a couple 
of months hack but there was a 
slight error in them. So here 
they are in their correct form, 

10 CLEAR 25383: LOAD ""CODE 
25384 

20 FOR A - 23296 TO 23307: 
READ Bi POKE A3: NEXT A 
30 RANDOMIZE USR 232M: 
CLEAR 29999: NEW 
40 DATA 17, 46, 117, 1, 194, 101, 
33, SB, 152,237, 176, 201 

When the 'Sinclair Research Ltd" 
message appears on screen 
then ante r these pokes. 

POKE 35443,0 for infinite dm ids 

POKE 35303,0: POKE 33221 r O 

for infinite energy 

POKE 30008,201 this stops the 

ship from sinking when there is 

too much water in rt. 

Then RANDOMIZE USR 31000 

to start the game. 



CAVERN FIGHTER 

Yet another golden oldie which 
is a surprisingly good version of 
the arcade oldie Scramble, For 
those of you who have got the 
game just enter this program to 
get infinite lives, 

5 REM CAVERN FIGHTER 
10 LOAD CODE: POKE 23380, 
201 : RANDOMIZE USR 23360 
20 POKE 31683, 0: POKE 31684, 
0: RANDOMIZE USR 32656 
start ta pe from start 

JSWII 

This isn't ft favourite game of 
mine but it does seem that fans 
of the original game rate part 
two Listed below is a routine to 
get infinite lives, SAVE rt to tape 
with GOT0 100. 

5 REM JSWII POKES 

10 CLEAR 63999 

20 FOR F = 64000 TO 64053 
30 READ A: POKE F.A 
40 NEXT F 

45 PRINT FLASH 1; "PLAY JSW 

11 TAPE FROM START 1 

50 RANDOMIZE USR 64000 
00 DATA 49, 200, 250, 221. 33, 0, 
0. 17, 136, 0, 02, 255, 55, 205, 36, 
5,48,238 

70 DATA 221, 33. 0, 04. 17, 50, 

185, 02,255, 55,205,86,5 

80 DATA 33, 46, 250, 17, 197, 

100.1.8.0,237.176 

90 DATA 243, 195, 0. 95,62, 196, 

50. 22. 122,195.0,112 

100 SAVE "LOADER" LINE 10 

MONTY ON THE 
RUN 

Definite I v a nasty Follow up to 
Monty Mole p so If you're having 
any problems Kay In this 
routine. 



CRASH Christmas Special 1985 103 





5 REM MOLE 2 POKES 

10 PRINT AT 9, 2; "ENTER NO 

OF LIVES (6 TO 255)" 

20 INPUT A*: BEEP 1. 1 

30 IF AS - THEN GO TO 20 

40 FOR B - 1 TO LEN AS 

50 IF AS (Bj < "0" OH AS (B) > 

"9" THEN GO TO 20: NEXT B 

60 LET LIVES = VAL AS 

70 IF LIVES < 6 OR LIVES > 255 

THEN GO TO 20 

80 BORDER 0: PAPER 0; INK 0: 

CLS 

90 PRINT INK 7; AT 9, 3; "PLAY 
IN MONTY MASTER TAPE"; AT 
11,9; "FROM THE START" 
100 LOAD"*' CODE 
110 POKE 63559, 73 
120 POKE 63563, 83 
130 POKE 63574. 13 
140 POKE 63575, 249 
150 POKE 63722, 7 
160 FOR N = 83757 TO 63792; 
READ A: POKE N, A: NEXT N 
1 70 RANDOMIZE USR 63520 
ISO DATA 033, 027, 249, 017. 000 
190 DATA 064, 001, 022, 000, 237 
200 DATA 176, 195, 000, 064, 033 
210 DATA 255,247, 017,255, 255 
220 DATA 001, 000, 165, 237, 184 
230 DATA 049, 255, 095, 062, 
UVES 

240 DATA 050, 127, 152, 195, 099 
250 DATA 169 

SPYHUNTER 

One of Dento n Des i g n s ' US Gol d 
conversions has attracted a 
routine to gain infinite lives. 
Follow the usual procedure of 
typing in the listing and SAVE 
inn it to tape for future use. Then I 
RON it and start the Spy Hunter 
tape from the beginning. If you 
have made a mistake in your 
data tape in put then the com- 
puter will come bach with an 
error message, 

5 REM SPY HUNTER POKES 

10 CLEAR 65535 

20 PRINT AT 9, 1 ;"PLAY IN SPY 

HUNTER MASTER TAPE"; AT 

11, 9; "FROM THE START" 

30 RESTORE 

40 LET TOT =0 

50 FOR N = 65024 TO 65114: 
READ A: LET TOT - TOT + A: 
NEXT ft 

60 IF TOT < > 9438 THEN PRINT 
AT 0, 0; "ERROR IN DATA": 
STOP 

70 RANDOMIZE USR 65024 
1 00 DAT A 237, 09 1 , 083, 092, 042 
1 10 DATA 089. 092, 043, 205. 229 
120 DATA 025. 221, 033, 126, 254 
130 DATA 01 7, 017, 000, 175, 0S5 
140 DATA 205. 086, 005, 042 . 083 
1 50 DATA 092, 237, 075, 139, 254 
160 DATA 205, 085. 022, 042, 083 
170 DATA 092, 23 7 r 091 . 143, 254 
ISO DATA 025, 034, 07S, 092, 221 
190 DATA 042, 083, 092. 237, 091 
200 DATA 1 39. 254, 062, 2S6, 055 
210 DATA 205, 086, 005, 042,083 
220 DATA 092, 017, 253, 003, 025 
230 DATA 235, 033, 086, 254. 001 



240 DATA 005, 000. 237, 1 76. 033 
250 DATA 000, 000, 034, 066, 092 
260 DATA 062, 001, 050, 068, 092 
270 DATA 201, 120, 074, 108, 098 
280 DATA 144 



NIGHTSHADE 

This routine gives infinite lives 
for UlhmaffVs recent release, 
Though it wasn't their best 
game it is a mappers delight 

5 REM NIGHT POKES 

10 BORDER 0 PAPER 0: INK 0 

CLS 

20 PRINT AT ft 1; INK 7. "PLAY I 
IN NIGHTSHADE MASTER 
TAPE"- AT 11, 9; 'FROM THE 
START" 

30 FOR N 1 TO 5 

40 PRfNT AT ia 0 LOAD " 

CODE 

50NEXTN 

60 POKE 526GQ, 240 

70 POKE 52661, 224 

80 POKE5Z700, 176 

90 POKE 52701. 176 

100 POKE 52730. 160 

110 POKE 52731. 24Q 

120 POKE 52732 r 7 

130 POKE 5273 J, 4 

140 PRINT USR 23424 



TAPPER 

This another poke that origin- 
ally appeared a number of 
months ago. Though Ft wasn't 

Cinted wrong it only worked if 
t erf ace 1 wae attached. If you 
don't possess an Interface 1 
then the following routine will 
allow you to have infinite lives . . 



5 REM TAPPER POKES 

10 CLEAR 65535 

20 PRINT AT 9, 3; "PLAY IN 

TAPPER MASTER TAPE '; AT 

11,9; "FROM THE START" 

30 RESTORE 

40 LET TOT =0 

50 FOR N = 23 296 TO 23395: 
READ A: LET TOT = TOT + A; 
POKE N, A: NEXT N 

60 if tot <> 9545 then print 
at 0, 0; "error in data": 
Stop 

70 randomize usr 23296 

100 DATA 237, 091 , 083, 092, 042 
1 1 0 DATA 089, 092 , 043, 205, 229 
120 DATA 02S r 006, 003, 197,221 
130 DATA 033, 128, 091 , 01 7, 0 1 7 
140 DATA 000, 175, 055, 205, 086 
1 50 DATA 005, 193, 016, 240, 042 
160 DATA 083, 092, 237, 075, 139 
170 DATA 091, 205, 085, 022. 042 
180 DATA 083, 092, 237, 091, 143 
190 DATA 091 , 025 , 034, 075, 092 
200 DATA 22 1 , 042, 083, 092, 237 
210 DATA 091 , 139, 091 , 062, 255 
220 DATA 055, 205. 086, 005, 042 
230 DATA 083, 092, 017,244, 003 
240 DATA 025, 236, 033, 092, 091 
250 DATA 001, 008, 000, 237, 176 
260 DATA 033, 000, 000, 034, 066 
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270 DATA 092, 062, 001, 050, 068 
280 DATA 092, 201, 013, 137, 245 
290 DATA 090, 028, 023, 002,213 

H you have the old routine then 
merge this with it to get it to 
work. 

SO FOR - 23296 TO 23395: READ 
A: LET TOT - TOT + A: POKE N, 
A: NEXTN 

60 IF TOT <> 9545 THEN PRINT 
AT 0, 0; "ERROR IN DATA": 
STOP 

220 DATA OSS, 205, 086, 005, 042 
22S DATA 083, 092, 017, 244, 003 
230 DATA 02S, 235, 033, 092, 091 

AD ASTRA 

Gargoyle Games' original hit 
has at last got some pokes for Mr. 
Just use this routine to gain 
infinite lives. 

5 REM AD ASTRA POKES 

10 CLEAR 24490 

20 LOAD ""SCREENS 

30 LOAD "" CODE 

40 LOAD "" CODE 

50 POKE 35852, 0: POKE 35853. 

0 

60 POKE 35854,0 

70 RANDOMIZE USR 33000 

NIGHTSHADE 

This set of pokes get rid of the 
nasties except for the four main 
creatures and the fireball, 

1 REM NIGHTSHADE POKES 
5 CLS 

10 RESTORE 

20 LET TOT - 0 

30 FOR I - 23296 TO 23430 

40 READ A 

SO LET TOT = TOT + A 
60 POKE LA 
70 NEXT I 

80 IF TOT <> 12907 THEN 
PRINT "ERROR IN DATA! 1 1": 
BEEP 1, 50: STOP 
90 PRINT AT 0, 0; "START 
NIGHTSHADE TAPE ANY KEY . . 
. ": PAUSE 1 : PAUSE 0 
100 RANDOMIZE USR 23296 
1000 DATA 49, 255. 255, 1 75, 21 1 
1010 DATA 254, 33, 0.64,17 
1020 DATA 1, 64, 54,0,1 
1030 DATA 0, 27, 237, 176, 205 
1040 DATA 122. 91, 62, 255. 55 
1050 DATA 221. 33, 0, 0, 17 
1060 DATA 136, 19, 205, 86, 5 
1070 DATA 205, 122, 91 , 82, 255 
1080 DATA 55, 221, 33, 0, 64 
1090 DATA 17, 0, 27, 205, 86 
11 00 DATA 5, 205, 122, 91, 62 
1110 DATA 255, 55, 221, 33, 0 
1120 DATA 96, 17, 0, 136,205 
1 1 30 DATA 86, 5, 205, 122, 91 
1 140 DATA 62, 255, 55, 221, 33 
1150 DATA 128,91, 17.43,0 
1160 DATA 205, 86, 5, 33, 92 
1 170 DATA 91, 34, 169, 91 , 195 
1 180 DATA 128, 91, 33, 128, 91 
1190DATA17,58,0,205. 19 



1200 DATA 0, 62, 233, 50, 176 
1210 DATA 92, 38, 99, 46, 52 
1220 DATA 243, 34, 120, 92, 62 
1 230 DATA 20 1 , 50, 232, 205. 195 
1240 DATA 0, 94, 175, 55, 221 
1250 DATA 33,0, 0,17, 17 
1260 DATA 0, 205, 86, 5, 201 



GYROSCOPE 

Melbourne House's latest 
Smash H one of those gimn 
that is in dire need of pokes. So 
here they are and I'm sure you 
will all agree that they are VERY 
useful. 

6 REM GYROSCOPE POKES 
10 BORDER Or INK 0: PAPER 0; 
CLS 

20 RESTORE 

30 LET TOT - 0 

40 FOR I - 23296 TO 23379 

50 READ A : LET TOT = TOT + A 

+ A * PEEK (I-23296J 

60 POKE I ,A 

70 NEXT 1 

80 IF TOT <> 1389766 THEN 

PRINT FLASH 1; INK 7; "ERROR 

IN DATA) ! !": BEEP 1 ,0: STOP 

90 INPUT "LIVES (0 255) 0 = 

INFINITE 7": UVES 

100 IF UVES THEN POKE 23360 

.UVES: GOT0 120 

110 POKE 23365,0 

120 INPUT "TIME BEFORE 

GYROSCOPE STOPS (0-99) 0 = 

INFINITE 7"; LINE TS 

130 LET TIME = VALTS: IF TIME 

<> 0 THEN POKE 23355 ,INT 

(TIME/1 OJ: POKE 23354 .TIME - 

10 ' PEEK 23355: POKE 23370 

.61 

200 PRINT AT 0 ,5; "START 

GYROSCOPE TAPE" 

210 RANDOMIZE USR 23296 

1000 DATA 138 ,0,33 ,182 

1001 DATA 92 205 232 2S ,42 

1002 DATA 75 ,92 ,237 ,91 ,83 

1003 DATA 92 ,237 .82 ,88 ,77 

1004 DATA 235,205,232 25 .49 

1005 DATA 255 .93 ,221 ,33 .0 

1006 DATA 64 ,17 ,0 2? ,55 

1007 DATA 62 .255 ,205 ,66 3 

1008 DATA 48 241 ,221 J3 ,0 

1009 DATA 94,17 .0 ,162 ,55 

1010 DATA 62 .255 ,205 ,86 .5 

1011 DATA 48,241 .33.0 .6 

1012 DATA 34 .128 207 ,62 .7 

1013 DATA 50 230 207 ,62 ,53 

1014 DATA 50 .162 210,62.0 

1015 DATA 50,10 231 ,50 28 

1016 DATA 231 .195 .t94 206 
9999 STOP 



PYRAMID 

Still a good game now it is made 
that much easier by the addition 
of these pokes. 

1 REM PYRAMID POKES: PRINT 

TAPE"* " START PYRAMID 

2 MERGE"" 
5 GO T0 10 

282 INPUT "START ENERGY (0 ■ 
999) "; LINE E$ 
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284 IF LEN E$ = 0 OR LEN E$ > 3 
THEN GOTO 2S2 

285 FOR I 1 TO LEN E$ 

286 IF E$ (I) >= "0" AND ES (I) 
< = "9" THEN POKE 37310 - 1 ' 3 
-VALE* (I) 

288 NEXT I 

CYLU 

It was claimed by a bod at 
fi re bird that it would be hard to 
crack the protection on this 
pa me. Despite that, here are the 
infinite lives pokes. 

5 REM CYLU POKES 

10 CLEAR 63999 

20 LET TOT = 0 

30 FOR I - 64000 TO 64234 

40 READ A 

50 LET TOT - TOT + A + A * 
! PEEK (1-64000} 
60 POKE f, A 
70 NEXT I 

80 IF TOT <> 3318133 THEN 
PRINT FLASH 1; "ERROR IN 
DATA!!!": BEEP 1 ,0: STOP 
90 PRINT AT 0 ,9; "START CYLU 
TAPE" 

1 00 RANDOMIZE USR 64000 

1000 DATA 49 ,0 ,0 .221 ,33 

1001 DATA 0,0 ,17 ,17,0 

1002 DATA 175 ,55 ,205 ,86 ,5 

1003 DATA 17 ,232 ,3 ,62 ,255 

1004 DATA 55 r 205 ,86 ,5 ,33 

1005 DATA B6 .5 . 17 ,0 ,255 

1006 DATA 1 ,175 .0,237 ,176 

1007 DATA 221 ,33 ,61 ,250 ,38 

1008 DATA 255 221 ,1 10 ,0 ,125 

1009 DATA 60 ,40 ,10 ,221 ,126 

1010 DATA 1 ,119,221 ,35,221 

1011 DATA 35 ,24 ,239 , 195, 66 

1012 DATA 250 ,80 , 132 ,1 T3 , 134 

1013 DATA 115 ,128 ,117 ,141 
,118 

1 014 DATA 255 ,121 ,153 ,124 .29 

1015 DATA 126 ,132 ,128 .116 
,129 

1016 DATA 255 ,142 ,145 ,143 
255 

1017 DATA 146 ,17 ,255 ,49,20 

1018 DATA 255 ,175 ,50 ,0 ,255 

1019 DATA 33 ,0,0,34,1 

1020 DATA 255 ,62 ,195 ,50 ,145 

1021 DATA 255 ,33 ,175 ,255 ,34 

1022 DATA 146 ,255 ,33 ,157 ,250 

1023 DATA 17 ,175 .255,1 ,76 

1024 DATA 0 ,237 ,176 ,221 ,33 

1025 DATA 0,64,17,0 ,28 

1026 DATA 62 255 ,55 ,20 ,8 

1027 DATA 21 ,243 ,62 ,15, 21 1 

1028 DATA 254, 33, 0, 91, 229 

1029 DATA 219, 254. 31. 230, 32 

1030 DATA 246, 2, 79, 191. 195 

1031 DATA 21, 255, 221, 124, 60 

1032 DATA 32, 6, 221, 33, 0 

1033 DATA 0, 24 r 2, 229, 225 

1034 DATA 58, 0, 255. 60, 50 

1035 DATA 0, 255, 254, 16, 32 

1036 DATA 42, 175, 50, 0, 255 

1037 DATA 229, 42, 1, 255, 35 

1038 DATA 34, 1, 255,213, 17 

1039 DATA 30, 193, 237, 82, 209 

1040 DATA 225, 32, 27. 33, 175 

1041 DATA 50, 34, 61, 91, 33 

1042 DATA 31, 148, 34, 63, 91 

1043 DATA 253, 33, 22, 220. 243 

1044 DATA 195, 0, 91, 62, 7 



1045 DATA 61 , 32, 2S3, 237, 95 

1046 DATA 195, 150, 255,0, 
9999 STOP 

FAIRUGNT 

This is the first of the big 
routines but I'm sure you will 
agree that it is worth ell that 
time typing it in, I've checked it 
out and it works perfectly. 
When you start the FairNght 
tape from the start a piece of 
code is not loaded end the 
counter on the loading screen is 
disabled, do not worry about 
this because it is meant to 
happen, 

1 REM FAJRUGHT POKES 
5CLS 

10 CLEAR 65535 
20 LET TOT = 0 
30 RESTORE 

40 FOR I - 56000 TO 56407 

50 READ A: LET TOT =TOT + A 

+ A *INT (1-56028) 

60 POKE f, A 

70 NEXT I 

80 IF TOT <> 9401761 THEN 
PRINT FLASH !: 'ERROR IN 
DATAtll": BEEP 1,0: STOP 
90 PRINT AT 0, 5; "START 
FAIRUGHT TAPE" 
100 PRINT AT 1, 1; "PLEASE 
WAIT, I HA VENT CRASH ED" 
110 RANDOMIZE USR 56329 

1000 DATA 195, 223, 218, 0, 0 

1001 DATA 14, 0, 201, 218, 133 
1002DATA 11, 171,222,24,111 

1003 DATA 160. 107, 24, 0, 0 

1004 DATA 91, 0, 0, 178, 220 

1005 DATA 160. 107, 0, 0 0 

1006 DATA 64, 243, 49, 195, 218 

1007 DATA 221, 33, 224. 90, 33 

1008 DATA 224, 87, 17, 224, 255 

1009 DATA 6, 24, 14, 8, 229 

1010 DATA 37, 13, 32, 251, 125 

1011 DATA 2 14, 32, 1 1 1, 254, 224 

1012 DATA 40, 4, 124, 198.8 

1013 DATA 103, 221.229, 221, 25 

1014 DATA 16, 231.28. 62,8 

1015 DATA 211, 254,38, 50, 6 

1016 DATA 156, 62, 22, 205, Z14 

1017 DATA 219, 48, 245, 62, 198 

1018 DATA 184, 48, 240, 37, 32 

1019 DATA 239, 6, 201, 205, 218 

1020 DATA 219, 48, 230, 120,254 

1 021 DATA 212, 48, 244, 205. 218 

1022 DATA 2 1 9, 48, 220, 62, 1 95 

1023 DATA 50, 241,219,221, 33 

1024 DATA 221, 218, 17,2.0 

1025 DATA 237, 95, 6, 18, 46 

1026 DATA 1, 120, 6, 215, 205 

1 027 DATA 2 1 4, 219, 208, 62, 228 

1028 DATA 184. 203, 21, 62, 22 

1029 DATA 210, 68, 219, 58, 220 

1030 DATA 218. 133. 50, 220, 218 

1031 DATA 101, 58, S3, 221, 170 

1032 DATA 171, 221. 172, 221, 
173 

1033 DATA 173, 221, 1 19, 0, 6 

1034 DATA 10, 203, 99, 40, 13 

1035 DATA 58, 53, 221, 198. 138 

1036 DATA 131, 146,50,53. 221 

1037 DATA 5, 5, 5, 58.53 

1038 DATA 221, 198. 103, 50, 53 

1039 DATA 221 221 .35. 27,122 

1040 DATA 179. 194,65, 219, 195 



1041 DATA 143, 219,42,221,218 

1042 DATA 17, 246, 3, 237, 82 

1043 DATA 194, 201 , 220. 33, 170 

1044 DATA 219, 34, 141 , 219, 221 

1045 DATA 225, 17, 32, 0, 6 

1046 DATA 2, 195. 65. 219, 209 

1047 DATA 122, 179, 202, 188, 
219 

t048 DATA 213, 221, 225, 19, 17 

1049 DATA 32, 0, 6, 4. 195 

1 050 DATA 65, 219, 124, 33, 203 

1051 DATA219,34, 141,219, 103 

1052 DATA 203. 124, 6, 1, 195 

1053 DATA 205, 219, 6, 6. 209 

1054 DATA 122, 179, 200, 221, 
225 

1055 DATA 195, 65, 219, 205, 234 

1056 DATA 219, 208, 195, 221. 
219 

1057 DATA 123, 230, 7, 195, 227 

1058 DATA 219, 62, 0, 195, 232 

1059 DATA 219, 62, 19, 61, 32 

1060 DATA 253, 167, 4, 32, 3 

1061 DATA 201, 201, 220, 219, 
254 

1 062 DATA 31 , 200, 1 69, 230, 32 

1063 DATA 40, 241 , 121 , 47, 79 

1064 DATA 62, 0, 246, 8. 21 1 

1065 DATA 254, 56, 201, 1, 58 

1066 DATA 0, 33. 182, 92, 205 

1 067 DATA 232, 25, 22 1 , 33, 0 

1068 DATA 0, 17,93,5,62 



GYRQN 

The second big by routine may 
take a while to key in but it does 
work! This program stops the 
rowers from firing and it flhso 
provides a pans* key Press 0 to 
pause and 1 to resume play. 

1 REM GYRQN POKES 
508,244.205,218 

10 22 DATA 219. 46 220 , 62, 195 

1023 DATA 50, 241, 219, 221. 33 

1024 DATA 22T r 218, 17, £0 

1025 DATA 237, 95, 6. IB, 46 

1026 DATA 1, 120, 6. 215, 205 

1 027 DATA 2 14, 2 19, 208, 62, 228 
1D2SOATA 184, 203, 21, 62, 22 
1023 DATA 210, 68, 21 9, 56, 220 

1030 DATA 218, 133,50,220,21a 

1031 DATA 101, 56,53, 221, 170 

1032 DATA 171, 221, 172. 221. 
173 

1033 DATA 173, 221, 119. 0, 6 

1034 DATA 10, 203. 99, 40, 13 

1035 DATA 56, 53. 22l r 196, 136 

1036 DATA 131, 146 r 50, 53, 221 

1037 DATA 5,5 r 5 r 58, 53 

1038 DATA 221, 196. 103. 50, 53 

1039 DATA 221, 221, 35. 27, 122 

1040 DATA 179. 194, 65, 219, 195 

1041 DATA 143.219,42.221.216 

1 042 DATA 17, 246, 3, 237, 82 

1043 DATA 194, 201 , 220, 33,170 

1044 DAT A 21 9, 34, T41.219.221 

1045 DATA 225, 17.32, 0, 6 

1046 DATA 2, 195. 65, 219. 209 

1047 DATA 122, 179, 202, 188. 
219 

1048 DATA 213, 221, 225. 19, 17 

1049 DATA 32,0. 6. 4, 195 

1050 DATA 65, 219. 124, 33, 203 
105! DATA 2 19, 34, 141,219, 103 

1052 DATA 203, 124,6,1,195 

1053 DATA 205, 219, 8, 6, 203 

1054 DATA 122, 179. 200, 221, 
225 



1069 DATA 255, 55, 205. 86, 5 

1070 DATA 48, 241, 62, 55, 54) 

1071 DATA S3, 221, 33, 63, 220 

1072 DATA 17, 178, 220, 1, 25 

1073 DATA 0, 237, 176, 175, 211 

1074 DATA 254, 33, 244, 1 P 1 18 

1075 DATA 43, 124, 181, 32, 250 

1076 DATA 195, 223, 218, 33, 0 

1077 DATA 0, 34, 173. 254. 34 

1078 DATA 174, 254, 34, 234, 254 

1079 DATA 34, 236, 254, 34, 237 

1080 DATA 254, 34, 192,241, 34 

1081 DATA 193, 241, 201 

1 090 DATA 17, 0, 27, 205, 86 
1100 DATA 5, 205, 122, 91, 62 
1110 DATA 255, 55. 221, 33, 0 
1120 DATA 96, 17,0,136, 205 
1 1 30 DATA 86, 5, 205, 1 22, 9 1 
1 140 DATA 62, 255, 55, 221, 33 
1 150 DATA 126, 91, 17, 43, 0 
1 180 DATA 205, 86, 5, 33, 92 
1 170 DATA 91, 34, 169, 91, 195 
1180 DATA 128, 91, 33, 128,91 
1 190 DATA 17, 58, 0, 205, 19 
1200 DATA 0, 62, 233, 50, 1 76 
1210 DATA 92, 38, 99, 48, 52 
1220 DATA 243. 34, 120, 92, 62 
1 230 DATA 20 1 , 50, 232, 205, 1 95 
1240 DATA 0, 94, 175,55,221 
1250 DATA 33, 0,0, 17, 17 
1260 DATA 0, 205, 86. 5, 201 
9999 STOP 



1055 DATA 195, 65, 21 9, 205,234 

1056 DATA 219, 208, 195, 221, 
219 

1057 DATA 123, 230, 7, 195, 227 

1058 DATA 219, 62, 0 195, 232 

1059 DATA 219, 62, 19. 61, 32 

1060 DATA 253, 167. 4. 32. 3 

1061 DATA 201. 201, 220. 219. 
254 

1062 DATA 31, 200, 169. 230, 32 

1 063 DATA 40, 241, 121, 47, 79 

1064 DATA 62, 0, 246, 8, 211 

1065 DATA 254. 5S,20t, 1,58 

1066 DATA 0. 33,162. 92,205 

1067 DATA 232. 25, 221, 33. 0 

1068 DATA Q, 17,93, 5,62 

1069 DATA 2S5, 55, 205, 86, 5 

1070 DATA 4fl, 24 1 r 62, 55, 50 
1077 DATA 53, 221, 33, 63, 220 

1072 DATA 17, 176,220. 1, 25 

1073 DATA 0, 237, 176, 175, 211 

1 074 DATA 254, 33, 244, !, 1 18 

1 075 DATA 43. 124, 181, 32. 250 

1076 DATA I95 r 223, 218, 33, 0 

1077 DATA 0, 34 r 173, 254, 34 

1078 DATA 174, 254. 34. 234. 254 

1079 DATA 34 r 236, 254, 34, 237 
1060 DATA 254, 34. 192, 241, 34 
1081 DATA 193, 241,201 
1090 DATA 17. 0. 27,205,86 

1 1 00 DATA 5, 205, 122, 91, 62 
1110 DATA 255, 55, 221, 33, 0 
1120 DATA 96,17.0,136,205 
1130 DATA 86. 5.205,122, 91 
1 140 DATA 62, 255, 55, 221. 33 
1150 DATA 128,91, 17,43,0 
1 160 DATA 205, 86, 5, 33, 92 
1170 DATA 91, 34. 169, 91. 195 
1 180 DATA 128. 91, 33 r 128, 9t 
1190 DATA 17,58, 0,205, 19 
1200 DATA 0, 62, 233, 50. 176 
1210 DATA 92, 38, 99, 46, 52 
1220 DATA 243, 34. 120. 92, 62 
1230 DATA 201 , 50, 232, 205. 195 
1240 DATA 0, 94.175, 55 r 22l 
1250 DATA 33, 0, 0, 17,17 
1260 DATA 0. 205, 86. 5. 201 
9999STW 
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COMMODORE 64/128 



SPECTRUM 48K 




HALL OF v FAME 



SPY HUNTER 

' Eni«mr UK Chan? 
2 r si February 1990 
Wfeh in Charts - 1 5 

'Superb Arodi- Game' 



BLUE MAX 

* Eilemd UK Piarfc 
Werti iii Clisirtt - 12 



hit Men Li certainly a great 




TAPPER 

' Entiffcd UK Cfiunj 
rflUv January I.Sfcfi 
Wi?eks. £ft Chatli - 9 

'Great Saund and graphics, 
fas! And addictive' 

Your Computer 



RAID!! 

1 Enterflif UK CJiarl* 

ith April mas 

Weeks itv Chans - 22 

1 Absorbing, addictive and fun 
to alfcy' 

CftreA $rn*sh 



OMMODORE 
UP W DOWN 

" Entered UK Charts 
2nd Way rGtiB 
Wee** id Ch^iis - 7 

A c una us. cule and highly 
addiqiive car game' 

Computer Trade Wetrtry 

SPECTRUM 48K 
FLAK 



" Eitterwf UK Charh 
Bill October IBM 
Weeks in Chairs - a 

Will you HiirvJVtf ihn Flak' 



AZTEC CHALLENGE BLUE MAX 



1 Lsihrrfld U*i Charts 
5lh April 19S4 
Weeks m Plans- - Ifl 

'lt J s grifipiEiQ ffliitiic and imaginajtiva 
salting inakei thri savan semen 
thriller a cur. ahovff rtie rosf 



' Efltirid UK Chini 
24lh January 1985 
Weeks in Churls - ID 

'A tjrcai 944710 ■ highly 

Commodore 



R0CC0 (Gramtin Graphics) HUNCHBACK II 



" imam!* UK Churls 
1 51 July lflflS 
Weak* in Chatt* - fl 

Amrraalmei n great, if yuti warn a 
aoatfl punch up - flnccc ia (hit 
game Tar you' 

Computer & \/fdeo G4tit&& 



' Entered UK Cham 
!9tji Onemta 1984 
Wealss m Chartt - 18 

"B5?« Very pLiyabfe and 
iiridicuva Long hk in t*m* uf 
Apn&ar 



CHARTBUSTIIMG COMPILATION THAT EXPLODES WITH 




£9.95 



J.S Gol- L - J- : ia Parkway Industrial Centre, Heneage Street 
Birmingnam B7 4LY. Telephone: 021-359 8881 

• Based on compiled data 164/Spectmml from Ram/C/Micro Dealer Charts 



disk £14.95 



C0MMGO0AE 64/T28 




FIGHTING 
WARRIOR 



When you defeat an enemy this 
routine restores all your energy 
so you stand a good chance of 
completing it Save the routine 
to tape for future use 



1 R£M FIGHTING WARRIOR 

5 CLEAR 65S35 

10 LET TOT Q 

20 FOR I 23296 TO 2 340 1 

30 READ A LET TOT TOT A 

A PEEK H-23296I 
40 POKE I A 
50 NEXT I 

60 fF TOT 1300323 THEN 

PRINT " ERROR \N DATA 1 1 1 " 
BEEP 1 ,0 STOP 
70 INK 0 PAPER 0 POKE 23624 
5€ CLS 

SO PRINT AT 0 ,1, "START 

WARRIOR TAPE r 

90 RANDOMIZE USR 232% 

1000 DATA 221 ,33,0,0.17 

1001 DATA 17,0,175 .55 ,205 

1002 DATA 86 ,5 ,62 ,255 ,17 

1003 DATA 20G ,0 ,55 ,205 .86 

1004 DATA 5,17 17 ,0 175 

1005 DATA 55 ,205 .86 3,17 

1006 DATA 200 .0 G2 ,255 55 

1007 DATA 205 M 3 .221 r 33 

1008 DATA 0 , 128 .17 ,250 r 0 

1009 DATA 62 130 35 ,205 .86 

1010 DATA 5 , 62 195 30 ,217 

1011 DATA 128,33 .65 31 M 

1012 DATA 218 ,128 r 195 ,0 ,128 

1013 DATA 229 ,33 .62 16 ,34 

1014 DATA 37 .64 ,33 fi 50 

1015 DATA 34 ,39 .64 ,33 r 2S 

1016 DATA 239 ,34 r 41 ,64 ,13 

1017 DATA 0 195 r 34 .43 ,64 

1018 DATA 33 197 .235 ,34 ,45 

1019 DATA 64 ,225,62 ,11 31 

1020 DATA 32 ,253 .0 ,195 ,222 
1071 DATA 128 



KNIGHT LORE 



Many of you had trouble with 
the routines printed in issue 14 
for this game so here ise revised 
version which you shouldn't 
have problems with. 

5 REM KNIGHT LORE POKES 

10 CLEAR 65535 

20 RESTORE 

30 LET TOT = 0 

40 FOR I = €5024 TO 65178 

50 READ A: LET TOT - TOT + A 

+ A * PEEK (I 65024} 

60 POKE LA 

70 NEXT I 

80 IF TOT <> 2713224 THEN 
PRINT FLASH 1; "ERROR IN 
DATA!!!": BEEP 1 r 0: STOP 
100 PRINT "CHANGE INTO 
WOLF (Y/N) ?";: GO SUB 500: 



PRINT KS: IF KS = "N" THEN 
PRINT "YOU ALSO GET INFIN- 
ITE TIMEf!!": GO T0 130 
110 POKE 65107 ,58: POKE 
651 10 ,58: POKE 651 13 ,58 
120 PRINT "INFINITE TIME (Y/N) 
?";: GO SUB 500: PRINT KS: IF 
K$ = "N" THEN POKE 65099 ,58 
130 PRINT "CAN YOU BE 
KILLED WW 7";: GO SUB 500: 
PRINT K$: IF KS = "Y" THEN 
POKE 6G103 ,59 

200 PRINT $1;AT 0 ,5; "START 
KNIGHTLORE TAPE" 
210 RANDOMIZE USR 65024 
500 IF INKEYS <> "" THEN GO 
TO 500 

510 POKE 23650 ,8: LET KS - 
INKEYS: IF KS O "Y" AND KS 
<> "N" THEN GOTO 51 0 
520 RETURN 

1000 DATA 33 ,0 ,92 ,17 ,1 

1001 DATA 92 ,1 ,0 ,182 ,117 

1002 DATA 237 ,176 .221 ,33 ,0 

1003 DATA 0,17 ,13 .4 ,62 

1004 DATA 255 ,55 ,205 ,66 ,5 

1005 DATA 48 ,229 ,6 ,200 ,1 1 8 

1006 DATA 16 ,253 ,205. 103 ,254 

1007 DATA 251 ,6 ,100 ,118 ,16 

1008 DATA 253 ,49 ,265 ,255 ,33 

1009 DATA 0 ,64 ,17 .0 ,27 

1010 DATA 205 ,103 ,254 ,205 
,129 

1011 DATA 254 ,33 ,0 ,97,17 

1012 DATA 0 ,125,251 ,6,100 

1013 DATA 118 ,16 ,253 ,205 ,103 

1014 DATA 254 ,205 ,129 ,254 
,175 

1015 DATA 50 ,30 ,196 ,175 ,50 

1016 DATA 63 ,209 ,175 ,50 ,161 

1017 DATA 195 ,50 .162 ,195 .50 
1016 DATA 163 ,195 ,195 ,0 ,97 

1019 DATA 6 ,0 ,167 ,205 ,237 

1020 DATA 5 ,208 ,201 .6 ,25 

1021 DATA 116,16,253 ,243,205 

1022 DATA 95 ,254 ,120 ,254 .40 

1023 DATA 56 ,246 ,1 ,188 Z 

1024 DATA 11 ,120 ,177 ,32 ,251 

1025 DATA 205 ,95 ,254 ,201 ,54 

1026 DATA 1 .205 ,95 ,254 ,205 

1027 DATA 95 .254 ,208 , 120 ,254 

1028 DATA 13 ,203 ,22 ,48 ,242 

1029 DATA 126 ,47 ,1 19 ,35 ,27 

1030 DATA 122. 179 .32, 231 .201 
9999 STOP 

HALLS OF THE 
THINGS 

Another set of pokes for thts 
pame but they do some add it' 
lonal things. 

5 REM HALLS POKES 

10CLEAR65535 

20 RESTORE : LET TOT = 0 

30 FOR I = 64OO0TO 64074 

40 READ A; LET TOT = TOT + A 

+ A * PEEK (I 64000) 

50 POKE I, A 

60 NEXT I 

70 IF TOT <> 1085524 THEN 
PRINT FLASH 1; "ERROR IN 
DATA! !f": BEEP 1,0: STOP 
80 POKE 23658, 0 



100 PRINT "CAN YOU BE 
WOUNDED (Y/N) ?";: GO SUB 
500: PRINT KS: IF KS = "N" 
THEN POKE 64068. 0 
1 10 PRINT "UNLIMITED MAGIC 
(Y/N) ?";: GO SUB 500: PRINT 
KS: IF KS - "Y" THEN POKE 
64053, 0: POKE 64058, 0: POKE 
64063,0 

120 PRINT "UNLIMITED 
ARROWS (Y/NI ?";: GO SUB 
500: PRINT KS: IF K$ - "Y" 
THEN POKE 64048, 0 
200 PRINT AT 0, 1; "START 
HALLS OF THE THINGS TAPE " 
210 RANDOMIZE USR 64000 
500 IF INKEYS <> "" THEN GO 
TO 500 

510 LET K| - INKEYS: IF KS <> 
"Y" AND KS <> "N" THEN GO 
TO 510 
520 RETURN 

1000 DATA 49, 0, 0. 1, 58 

1001 DATA 0. 33, 182, 92,205 

1002 DATA 232, 25, 221, 33, 61 

1003 DATA 92, 17, 195, 12, 82 

1004 DATA 255, 55. 205, 86, 5 

1005 DATA 48, 241 , 33, 64, 96 
1008 DATA 17, 0, 192, 1, 46 

1007 DATA 33, 237. 176, 33, 47 

1008 DATA 250, 34, 216, 192, 195 

1009 DATA 0. 192, 62. 61, 50 

1010 DATA 221 , 126, 62, 2, 50 

101 1 DATA 3, 130, 62, 1, 50 

1012 DATA 100, 131, 62, 30, 50 

1013 DATA 126, 140, 62, 128, 50 

1014 DATA 205, 127, 195, 0, 96 
9999 STOP 



D YNAMITE DAN 

Next month will see some 
infinite lives pokes for this game 
but these should keep you 
going for the moment I 

5 REM DYNAMITE POKES 

10 CLEAR 63999 

20 LET TOT = 0 

30 FOR I - 64000 TO 64164 

40 READ A: LET TOT - TOT + A 

+ A * PEEK (1-64000) 

50 POKE I A 

60 NEXT I 

70 IF TOT <> 2611775 THEN 
PRINT FLASH 1, "ERROR IN 
DATA! ! I": BEEP 1,0: STOP 
80 POKE 23658 8 
100 PRINT "DO YOU WANT 
CREATURES (Y/N)?"; : GO SUB 
500: PRINT AS 

110 IF AS - "N" THEN POKE 
64151 50 

120 PRINT 'TELEPORTSJ Y/N) 
fj : GO SUB 500: PRINT AS 
130 IF AS = "N" THEN POKE 
64154,50 

140 PRINT "KILLER RAYS 
(Y/N)?";: GO SUB 500: PRINT 
AS 

150 IF AS = "N" THEN POKE 
64157 ,50 

160 PRINT AT 21 ,0; "ARE 
THESE OPTIONS OK (Y/N)?": 
GO SUB 500 



165 CLS 

170 IF AS = "N" THEN POKE 
64151 ,33: POKE 64154 ,33: 
POKE 64157 ,33: GO TO 100 
180 PRINT AT 0 ,0;" START 
DYNAMITE DAN TAPE" 
190 RANDOMIZE USR 64000 
500 IF INKEYS <> "" THEN GO 
TO 500 

510 LET AS -= INKEYS 

520 IF AS <> "Y" AND AS <> 

"N" THEN GO TO 510 

525 BEEP .25 .40 

530 RETURN 

1000 DATA 49 . 132 ,253 ,221 ,33 

1001 DATA 0,0 ,17 ,17,0 

1002 DATA 175 ,55 .205 ,86 ,5 

1003 DATA 17 ,232 ,3 ,62 ,255 

1004 DATA 55 ,205 ,86 ,5 ,221 

1005 DATA 33 ,34 ,254 ,17 ,144 
1008 DATA 1 .62 ,7 ,55 ,205 

1007 DATA 86 ,5 ,1 ,254 ,1 

1 008 DATA 33 .34 ,254 ,120 ,237 

1009 DATA 103 ,126 ,238 ,165 
119 

1010 DATA 35 ,11 ,120 ,177 ,32 

1011 DATA 243 ,243 ,33 ,71 ,250 

1012 DATA 17 ,163 ,255 ,1 ,92 

1013 DATA 0,237 ,176 ,195 .163 

1014 DATA 255 ,62 ,132 ,17 ,0 

1015 DATA 24 .221 ,33 ,0 ,64 

1016 DATA 205 ,171 ,254 .17 ,0 

1017 DATA 4 ,221 ,33 ,255 ,91 

1018 DATA 205 ,42 ,255 ,17,225 

1019 DATA 1 ,221 ,33 ,0 .0 

1 020 DATA 205 ,250 ,254 ,1 7 ,29 

1021 DATA 159 ,221 ,33 ,28,250 

1022 DATA 205 ,42 ,255 ,33 ,192 

1023 DATA 93 ,1 ,48 ,1 17 . 126 

1024 DATA 237 .103 ,126 .238 
,230 

1025 DATA 119 ,3S ,11 ,120,177 

1026 DATA 32 ,243 ,33 ,28 ,250 

1027 DATA 17 28,255,1 ,29 

1028 DATA 159 237 ,184 ,33 ,16 

1029 DATA 167 ,34 ,54 ,92 ,62 

1030 DATA 201 ,33 ,146 229 ,33 

1031 DATA 92 ,230 ,33 ,213 ,230 

1032 DATA 195 ,0 .200 ,0 ,0 
9999 STOP 
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CREDITS 

PAUL STEPHENSON HUN* vl 
the Things 

HOWARD GRIST of Sheffield 
Wheelie. Full Throttle, Avalon 
WTHAS and Cavern Fighter 
ROGER NUTTER of B*\qq JSW 
II fc>i«h Walks* of Birmingham 
Monty on the Run, Spyhunter 
Nightshade and Tapper Phil 
Churchyard of Grantham: Fair- 
light, Gyron. Gyroscope, Fight 
inq Warrior, Dynamite Dan 
Pyramid. HaMs of the Things 
Nightshade, Knight lore and 

CylU Piers P^CTm.H'i ol Amer 
sham: Art Astra 

Ok then that is enough pokes for 
the Christmas issue M you hav^ 
got any pokes please send them 
in because I may have another 
Pokes Special before the neat 
Christmas Issue 1 






^ In the vastness of space lies rhe nearf of an I nlerga lactic 
^ Criminal Network FA LOS and at it* keod evil CYRUS 1. GROSS 
A last ditch attempt by Hie Free World & to rid the Universe of this 
seemingly unstoppable Forre ha* called on the service* of the 
NEMISIS ORGANISATION, a hardened cadre oF Kumanotd and robitk free boaters 
who have aligned NOMAD (Neml&is Organisation Mobile Attack Droid} to penetrate GROSS'S 
heavily armed homewpHd and destroy this vile despot once and f of all. 
Tour mission must SUCCEED. You are the NOMAD controller. 

SPEC ■ 11 UM 7*95 -A (VIS TRAD 8*95 

Ocean House 6 Central Street - Manchester M2 5NS Telephone 061-832 6633 Telex 669977 

bin** ,> ,™J<±lr I™ «**n>d hnxh. J H H 1 1 It ,' ■■IIH1 ■IllWlljlll UMTS Rumbetowi Am . i-t™ Bwp. 4n J „H good d,**, „ wmp , ^ komf 



THE GREATEST CDmPUTER BflfTlE EUER LURlTTEfl 





r— 



^^^^ . 



SPECTRUm QBH 



CRL Group PX.t 
CRL House 
9 Kings Yard 
Carpenter's Road 
London U5 :nb 
01-333 29 IK 



2 { 2) HYPERSPORTS Imagine 




FIST Melbourne House 



4 ( 9) SPY VS SPY US Gold 

ENCOUNTER Vort 
\ ( 7) NIGHTSHADE Ultimate 
H) SPY HUNTER US Gold 



8 {—) STARQUAKE Bubble Bus 
V MATCHDAY Ocean 

10 ( 3) NODES OF YESOD Odin 








12 SHADOWFIRE Beyond "^"-AMI^; 






14 (72) DYNAMITE DAN Mirrorsoft 






16 (13) ALIEN 8 Ultimate . J j[ rtpv < 




18 f— J PT'S SUPERTEST Ocean 

19 M FIGHTING WARRIOR Melbourne 

20 {21} KNIGHTLORE Ultimate 





15 



22 ( — ) TAPPER US Gold 
24 (— ) SCHOOL DAZE Microsphere 

nm 

26 ( 5) DALEY THOMPSONS DECATHALON Ocear 

27 {26} BRUCE LEE US Gold 

28 { 19} LORDS OF MIDNIGHT Beyond 
|EM 

30 (—) WIZARD'S LAIRBubble Bus 




HOTLINE CHART WINNERS 

Top dog this month is Graham Monti of C ran I sigh, with 
D Ballard- Adams of Mi Horn, Cumbria, Mark Griffin from Gal way, 
Ireland, Dm O'Connor (not THE Dea . . , 7) of Wembley and Mrs 
Mid diet on from Sheffield running up, so to speak. 
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VENTURE TOP 30 CHART 




1 f 4/ MARSPORT Gargoyle 

2 f 2^ REP MOON Level 9 

3 f 3) DUN DARACH Gargoyle Games 

4f ?^ FOURTH PROTOCO L Hutchinson 

5 { 5) DOOMDARK'S RE1 

6 ( 6) KENT1LLA Micro meg a 

Bf 9) SHADOWFIRE Beyond 
10 (10) LORDS OF MIDNIGHT Level 9 




.DRON M 

12(74) RETURN TO EDEN Levef 9 
13 



C Hewson Consultants 

14 (19) HAMPSTEAD Melbourne Hous e 

16 ( 16) SHERLOCK Melbourne House 





18 (—) COLOSSAL ADVENTURE Level 9 



20 (29) VALKYRIE 17 The Ram Jam Corporation 



22 (2 1) THE H OBBIT Melbourne House 
kLD ISLE Level 9 

24 (22) AVALON Hewson Consultants 

25 (23) EUREKA Domark 

26 (24) SNOWBALL Level 9 






AMSTRAD 


BBC/B 


CBM&4 


EINSTEIN 


SPECTRUM 




CLUEDO 


JAN 5 




* 




* 


FEB 86 


MONOPOLY 


JAN 8 


* 




* 


* 


FEB 86 


scalextbk; 


FEBB6 




* t 




JAN 22 




SCRABBLE 




* 


* 


* 




He 


RRP Cass 




12.95 






g£i 




disk 


1495 


14,96 


1495 


15.95 







* Ava^ta Wo» t 6 * Seatetinc, £93$ (ca$&& e) Dates are approximate. 

P*MJL ORCCft- MfftfCtnqiM or AMia Qflfcrft* l£fSUfl£ GEMUS 3 Momgu ftow. LftWtoft WW tAR 

. Ptew swc/ me tot ibflcwrng /Jems as martied, for tf» computer 



I 



CLUEDO 
MONOPOLY 
I 5C4LEX7WC [ | 
SCflWB8i£ 



ADORFSS_ 




.POSTCODE 



Software by... 

-Leisure 
Genius 

3 Montagu flow, London W1H 1A@, 



N OW AV AILABLE FROM SELECTED 

||^&WHSMITH 

r ^ STORES 



AND AT OTHER GOOD STORES 

CLLfCDO" Irnde mart nrtf cq^Ttpftl Icflrtwg fcy "JtecNpngtcma Gain« Lfi} 
MONOPOLY* » pradyc«J gntJti' bcjiPis* 1rom P^h^ BrOflWS SAd 
Wa/lnngpivsGjrnflS Lid SCALEXTRIC^ is m ^irtorod Irnrifl mvta gl 
H[^.T*cit**SLld SCFWBai.fc' |rpoprr^r> andCOOyrfl^^e^Mbv 
JWSpfiBf 4 SotiPLC AV Ctilyr^te raaiifwdLElSiiSE GENIUS^ fl 
* rVQRta r «j (f a( ja iviurk cil Wnrhflsle-- Hrrfr* njs Lrd 




It hardly seems a year ago that I made my debut Playing Hps II had 
been writing odds and ends far a couple of months before) but thsre 
again it just goes to show that Lloyd Mangram's saying is true, 
'Time ffies when you're being overworked and underpaid. * 
Those Of you who have iieen paying close attention to the Playing 
Tips column will have noticed that since last January I have risen 
through the ranks and am now head of the Playing Tips Dept for 
CRASH with my own desk and personalised chair (it's got a sticker 
underneath saying that it's mine). Of course I have to fight running 
battles to keep them both, for being at Skool during the day means 
that my property is under continual attack. So far this year the 
fo [lowing has gone missing: 
2 Packets of Worcester Sauce French Fries 

2 Struts that hold up my In 3nd Out trays, now the contents of both 
are mixed up 

Vi a Yorkie Bar nicked while I was cleaning the windows, later I found 
out that Jeremy (On diet so must eat) Spencer had consumed it 
1 Packet of Acid French Fries 

14 of a can of Coke previously spiked with Washing up Irquid 

10 Biros (I nicked these from someone else's desk in the first place). 

Another coupfe of packets of Asbestos French Fries 

1 Packet of Mixed Nuts and Raisins which sti II had the BrazW nuts in. 



Music Tapes 

1 Stereo (hard to conceal so I found it sometime later in the dutches 
of a steeping Liddon) 

And yet more packets of Entrail dissolving French Fries. 
Luckily my desk hasn't been under that much threat but if Rignall's 
ego grows anymore (is that possible) then it will surely need some- 
thing to sit on I 

This year has been an excellent one for tips and games, The stand 
ard of software released now surpasses that which appeaared this 
time last year, Games that have caught my eye this year are The 
Fourth Protocol, Marsport, Drsgontarc, Shadowiire, Robm of the 
Wood, Astrodone, E/ite< and Fairiight. Also listed below is my all 
time top 10 on the Spectrum: 

LORDS OF MIDNIGHT • MARSPORT • DOOM DARK'S REVENGE * 
EUTE • DEATH CHASE # DRAGON TO RC • STARSTRIKE • TIR IMA 
NOG • ROBIN OF THE WOOD 9 KNIGHT LORE 
Even by torfavs's standards many of these are still excellent games 
which I woufd recommend to anyone. Most of ttiem have been 
featured heavily in the tips section but I still want information on the 
Special Mission in Elite. 




THE FOURTH 
PROTOCOL 



Since I first published some tips 
for this game a few mom h hack I 
have been deluged with pleas 
for help. Luckily Steven Stewart 
of Kniohtswood has sent in 
some help which should get you 
through th« remainder of the 
first part of the game aand some 
of the second. It anyone has got 
any more tips they would be 
greatly appreciated. 

The aanswers to Plumbs 



Suestions are: 
I } Faulkner 

(2) Swedish 

(3) Stenberij 

(4) Nilson 

(5) Fingerprints 
(61 Gaza Strip 
(7) False Flag 

If you type these m you will get 
the password ASPEN. This 
word is used for the FIRST l ift, ie 
the one in Gordon St, 

In the second part, examine 
the coat to find the hey for the 
drawer. This gives you the tube 
map and the wallet. After taking 
the computer, you must go to 



the filing cabinet and type in 
'Preston' This gives you an LD* 
ca rd . Now g o to the second floor 
to receive a message from B 
Harcourt-Smrth Do not take the 
documents or the folder out of 
Gordon St. or you will be 
arrested. To get into Sentinel 
House you need your 1.0, card so 
don't drop it. 

In Sentinel House, you can 
drop most things in your office 
but not the I D. remember. Vou 
wf II receive a piece of paper 
from Pinfold which tells you a 
poeni.lt reads 

In Xanadu did Kubla Khan a 
stately pleasure ' 

If you type 'Code" into the 
computer it tells you this: 

J See glossary, so let X equal 3' 

This means you must do this 
to the poem: 

In Xanadu did Kubla i Khan a 

stately pleasure 

12 3456789 111 111111 1222 2 

2222223 33333333 

012 345678 901 2 3 4567890 

12345678 

You then look up the letters in 
ASPEN to get an eighth igured 
Number. Note you mu$t first 



ATICATAC 



If you're the proud owner of this 
game and STILL have not 
completed it then dig it out, load 
it up and follow these directions 
as sent in by Thomas Irvine of 
Alpington but they on fy work on 
your first go. 

Down left, pick up green key left, 
teft, left, I eft. up, up, up, up, right, 
right, fell to Golden Key room 
and pick up Golden Key. Down 



use the first letter in the poem, 
letfike the A in ASPEN to be 

4 . , i . , 

This lets you get into the lift. 
On the first floor you must 
examine the teleprinter, then 
run a search on BREMERHAVEN 
(do not worry when nothing 
happens). Then go and check 
the Other pri nter. If you don't do 
this in the order shown then you 
won't find anything. What you 
do find is TWO telephone 
numbers for two ships. Mistral - 
02726514 and Auslander - 
0255502. You only need to 
phone the Mistral number 
because the Auslander does not 
leave its dock, but you must 
phone Mistral because when 
you go to Bristol (Bristol being 
the docking place of the ship} 

Km must go to Bus platform 
ne and wait for a bus. This 
takes you to the docks where, 
after finding the ship r you get a 
piece of paper from the captain 
of the ship. Next you must take 
the briefcase to Crick in the 
hobbyists shop at Boston 
Manor, you should now have 
about 33% 



right, down right, right, right, 
beware ol the devil. Down, 
down, right. Through bookcase 
up , through bookcase, pick up 
letter G of t he key. Through 
bookcase, down, through 
bookcase down, through 
bookcase left, up. up, left left, 
feft, down, left up, up, right, 
down, left, down, left, left, down 
left. Pick up AC of key. Rrohi up, 
right, right, up, up, up. Rig hi, 
down, left Jeh , . h ■ h.w. 
Pick up handle of key. Up, up, 
right, right, up right and you've- 
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ASTROCLONE 

Continuing the saga of the 
Astrodomes' quest against the 
Seiddab, Steve Turner takes up 
the story, 

FRONTtOS AND SPECTROS 

Two more bases were isolated. 
Frontios Galactic Outpost had 
proved to be virtually defence- 
less. A locked door was a prob- 
lem until it was short circuited 
with a computer. This ww 
charged up by smashing a 
terminal with a hammer. An 
Astro Done found death in 
some alien caves hidden behind 
a door, There, two thousand 
years ago, the Sei had first 
encounterd the malevolent 
snake like-Kri; ending their civil- 
isation, In the narrow tunnels Kri 
pods erupted. The young Kri 
were deadly if touched but as yet 
unable to send the deadly mind- 
botts that the adults used as 
their means of attack. 

The Clone squeezed past. 
After a deadly encounter with 
many snappers a wire was 
found. This was used to f ish a 
transmit card from an ofd 



bu rrow. The wire also proved 
useful in shorting out the last 
terminal shutting the base 
down. Strange signs were found 
in two of the rooms. 

On Sped ros the Move maint- 
enance droids were quickly des- 
patched with few losses. A 
de struct device when held in the 
hand proved abfe to demolish 
any droid in the base, this was 
used to great effect and the 
Astruclones proceeded with 
minimal difficulty- A detector 
was used to find three craftily 
hidden artifacts, an Isocase, its 
sonic key and a pass. The 
Isocase contained the Acron 
Device, the only weapon able to 
destroy the Kri which up until 
now had wrought many 
cas ua (ties on the in va d i ng pa rty . 
The pass opened two doo rs. 
Behind one a very smell 
unrnoveable object was heavily 
guarded by a terminal issuing 
bolts of pure energy. Many 
roomms were guarded by the 
ultimate class of droids the 
Battle Cyborg, floating on their 
antigrav pads they were a 
deadly opponent causing many 
losses. In two rooms energy 
balls blossomed out of 
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nowhere. Their invisible 
creation devices when shot with 
laser revealed two more 
securi passes. Behind the locked 
doors code cards and a wire 
were found. The cards 
deactivated the strange defence 
terminal, the wire shorted the 
launch terminal revealing the 
exit beamer. 

SYNCRONHQ 

At last the Sei headquarters had 
been found; it was here that the 
six messages were hidden by 
the last of the Sei in their last 
desperate attempt to fight off 

Syncron HO was defended by 
spherical sentinel droids 
Luckily for the Clone force these 
were an earlier class without the 
dreaded phased beam 
weoponary of later Cyborg 
models. Still, resistance was 
tough but eventually the droids 
succumbed to the powerful 
Clone laser fire, Locked doors 
were encountered but a small 
utility robot when powered with 
a battery proved able to control 
these and all the beamers on the 
base. The control room was 
cleared of droids— not an easy 



task but one that resulted in few 
losses on the Clones' part. One 
owned a sonic key, opening an 
Isocase containing a cassette 
with a C64 program captured 
twenty years before from an 
Earth computer museum. 
Won d er i ng what a Llama was he 
inserted the program into a 
drive. The launch compter 
f>rumptly freaked out. 

The HQ pass nave access to a 
beam room which the robot 
activated. The Clone beamed 
down to a crystal mine guarded 
by deadly laser beaming mine 
droids. Many clones were lost 
before the mine was cleared but 
the effort was worth it. Two 
messages were found down 
tunnels, anothertwo using an 
autograb to fish behind a rock 
and in a hole. A message on the 
cei I i ng had to be shot down . Th e 
final message had to be blasted 
out of a heap of rock. Explosives 
were placed and the detonator 
pushed. A code card 'Alpha' was 
a fso revealed. The six messages 
were carefully pieced together 
— here was all the information 
the Clones needed to complete 
the mission I But first Term in a 
had to be taken .. , 
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LIBERATOR 
ITLL SET 

YOUR COMPUTER 

FREE. 
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LIBERATOR -LIBERATOR. LIBERATOR LIBERATOR LIBERATOR - LIBERATOR LIBERATOR - LIBERATOR ■ LIBERATOR - C 

B 

A major teehndogic aJ break through for the SINCLAIR 3 
Sf«CTRUM 48K AND SPECTRUM PLUS. g 

LIBERATOR is a multifunctional interface thai will 
give d 48K machine owners the freedom to use their 
computer to its full potential. 

Forming a permanent part of your computer the 
LIBERATOR whose heart rs custom built micro chip 
(developed in conjunction with FERRANTl ELECTRONICS) 
will add a mas^ve TEN functions to your SPECTRUM 
Bought separately you would expect to pay over 
1 1 SO 00 for chese functions, the LIBERATOR coses onlv 
£J4,95 inc VAT.. P&P, 7 

Hare's the functions . . 
CENTRONICS PORT now you can hook 
up co fuJI size printers, software supplied and 
fully compatible with TASWQRD ecc 
RS232 PORT altaws you to communicate with other 
computers and Prestel, Mkronet etc (Software Supplied) 

SOUND THROUGH THE TELEVISION controls 
your game sounds via [he T.V. vofume. 

SLOW MODE slow down your program through an 
almost infinite number of speeds. 

VIDEO PORT connection to monitors 
ALL JOYSTICK PROTOCOLS with the flick of a 
switch you can choose KEMPSTON/PROTEC and SINCLAIR O 

LEFT or RIGHT. Two player games can be played with the * 
LIBERATOR. 

RESET BUTTON no longer any need to pull power ^ 

socket io reset your compucer. id 

THROUGH PORT connect other interfaces E 

e.g. interface I for MICRODRIVES. O 

SAVE/LOAD by the flkk of a switch either save or 79 

toad your programs (no need to remove and change leads} c 

POWER INDICATOR lets you know when your ^ 
computer is on. 

g 

I 

■ 

CD 

m 

I 

?o 



10 FUNCTION 
INTERFACE 

NO OTHER INTERFACE HAS THE 
CAPABILITY OF THE LIBERATOR 




Actual size: 

230mm long x 70 mm wide* 
x 30 mm deep 



. Liberators ac £34.95 each 



THIS IS A MAJOR BREAKTHROUGH IN PRICING 

ONLY £34.95 

konix 

Trade and export enquiries contact either Keith or Wayne 
□n (0495)71 1988 

Konix Computet- Produces is a trading name of 
Creative Devices Research Limited. 

LIBERATOR - LIBERATOR- LIBERATOR - LIBERATOR ■ LIBERATOR LIBERATOR LIBERATOR LIBERATOR - LIBERATOR 



Please send me_ 
Compuier make 
I enclose Cheque Postal order for £^ 
Made payable to KONIX. 
Please charge my Ac cess 'Visa 



Cardholders can call (0495) 7 1 1 988 to order 

Signature 

Name 

Address 



Postcode. 



Konix Compucer Products. Unit 1 3 t Sirhowy Industrial Estate, 
Tredegar. Gwent NP2 4QZ. 




BACKTOSKOOL 

At the time of writing this game 
has only been released for a 
couple of days but Robert Allen 
of Banbury has already sussed 
out some of the problems 
contained in the game 

When the game stans go lo the 
Boy's School and search every 
desk for the Water Pistol, If you 
find one th«n go to the area with 
three cups on a shelf and shoot 
them. They will turn blue for 
every one you hit, Now go up 
three stairs and aim the catapult 
at the cups. When a teacher 
comes along fire at the cups, 
some water should be knocked 
out. \i the water touches a 
te&cher then they tell you a 
number, note this down. Do this 
to four teachers and writf: thr? 
numbers down on a blackboard, 
you can now ride the brke, IT the 
Skool gate is shut then pedal I he 
bikn towards n and stand on the 
saddle when you get near it 
When the bi ke hits t h e <j ales you 
will be thrown over. 



:;inMlll|[ t y> ( 
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MARSPORT 



Last month I did publish some 
tips for this excellent game but 
you may not have s#en them 
because they were tagged on 
th* end of the Shadow o f the 
Unicorn tips. So here they are 
again with a few #jctrp tips to 
help you complete phase one, 
Thank* to Paul Fisher of 
Kingsthorpe and a cast of 
thousands for this information. 



1. First go to to Elis Section G 
and get gun permit. Now 
proceed to Daly Section D and 
put gun permit in key locker, 

ta ke g u n qo tp chg r^e locker and 
deposit the gun in it. This 
charges the gun and you are 
now ready for the enemy but 
re member you can onry shoot 
the warriors with this gun not 
the Warlords!, 

2. Go to Daly Section C and get 
the flour then to Section A and 
get baking tin and to Section D to 
get water. Put these in a factor 

u n it to m ake a cake. Put the cake 
in the key locker and the bakery 
is now open. 

3. Now go to Daly Section G and 
get the charcoal. Once you have 
done this then go to Joly Section 
H and get the gauze. Take a 
chute to laxa level Section C and 
put these in factor unit. This will 
make a gas mask. Go in the 



V 



STARQUAKE 

This game hasn 't been out king 
but almrfy it hes ettrM*«l a krt 
of attention from tipster?. These 
tips wire complied with help 
from Jason Naylor of Leeds, 
Johnny Macfflrlaneef 
Leatnerriead, Ad nan 
Whitehouse oi Sraekley. M Hall 
of Houghton. MJ MusQtove of 
Bracknell, David Gardner, David 
Russell and Peter Rump of 
Bromley, Andrew Bradley of 
Ludlow r C Jala and a cast of 
thousands! 

Listed below are code words lor 



da nger doo r he re a nd whe n 
bomb has exploded put gas 
mask in locker for future use. 

4. Go to laxa Section G to the 
Map room, take Earth map to 
Section A (via the Gas Bomb). 
Go into the icecream room and 
qet the ice pack. Go to Gill Level 
Section E r put the Earth map in 
the key locker, this opens the soil 
depot- 

5. Take ice pack to Gill Level 
Section C and put it in the key 
locker This opens the hot house 
door. Get the geranium from 
inside. 

6- Go to Joly Level Section Hand 
put the geranium in the key 
locker to open the pfent room 
door. 

7. Go to faxa Level Section H and 
get the glass then go to Section 
G and enter the map room, get 
the sun chart and go to Section E 
and get the frame, take these to 
Albs Level Section B and put 
them in a factor unit. This will 
make you some eye shields. 
Now go in astromomy door, it is 
safe to enter here as long a s you 
have the eye shields. When the 
Nova bomb has detonated put 
the eyes hie Ids in the locker for 
future use. 

8. Go to Daly Section F and enter 
the bakery, get thedough and go 
to laxa Section A and get the 
cornet from the ice cream room. 
Go to Farr Level Section A and 
put the comet in the music 
rooms key locker This is now 



the teiepart: 

QUAKE EXIAL 
ULTRA SONtQ 
AMIGA TULSA 
KYZIA DELTA 
ALGOL AMAKA 
IRAGE RAMIX 
OfCRJP 

You must remerntHSH" wher* 
you are using ttra flyer that you 
cannot pick up pieces at the 
core. If you sec an object uke n 
security card then take. This 
gives access to the security 
doors which allow entry to 
other parts of the maze. It also 
allows you to use the cheeps. 



open. Get the lute from inside. 

9. Go to Byer Section 1 and in to 
the oratory door, get the dais, go 
to Section E and put thedougn 
in the key lacker. This opens the 
banker door, Go through to 
Section A and put the dais and 
lute in factor unit. These will 
make the lead suit. Now go in 
danger door and once radiation 
bomb has gone off put it in 
locke r for f utu re u se . G o t h rou g h 
to Section C. 

10, Go down to Joly level 
Section C via the South facing 

1 i ft Go i n sa fety doo r a nd q et the 
earmuffeand the boots. Go back 
up I i ft to Byer level Section C 
Than go to Section A into the 
danger door. Put the bomb in 
the key locker and this will o pen 
the door to Section B. Go 
through to danger door in this 
section (Northern one}. Go in 
when sonic bomb has gone off. 
Put the ear muffs in the locker. 
VI, Go to Daly Section C and put 
boots in the key locker. This now 
opens the chemist door. Take 
the OKygen from inside, go to 
Alba level Section A and get the 
empty lank r go to Coma level 
Section A, Put these in factor 
unit and you will now receive an 
air tank. Go into the danger 
room once the Vacuum has 
gone put the tank into the locker 
for future use. 

12. Now go to Byer level Section 
E and get the calculating 
machines then go to Coma level 
Section 8 and get the steps, then 
go to Farr level (via the vacuum 
danger room J and to Section G 
go i nto th e Ga m es room a nd put 
the steps and the calculators in 
factor unit. You now have a 
snakes and ladders game. Put 
this in the key locker and the 
door will unlock to Section C. 

13. Goto Alba Section D and into 
the Director room, get the first 
key to m-centraL Go to Byer 
Section E and into the banker 
door, get key 2. Then go to Fan- 
Section G and get key 3. Take 
these through to Section C and 
take the down lift to Hale level (at 
la st), Go to Section Hand put key 

2 inSoulhernist locker and key 3 
in other one, M central door 
between these rs now unlocked. 
Go through and into Section E 
and into the sanctum door. You 
have now completed Phase 1, 



FAIRUGHT 

If you're into platform games 
then this is one of the best but 
now thanks to Stewart Seart it is 
possible to get a bit further with 
these codes. Just go to the 
options screen and enter these 
codes into the code option. 
SCREEN 4) 1HB 
SCREEN 7) LTO 
SCREEN 10IJDP 
SCREEN 13) MLB 
SCREEN 16) DVJ 
SCREEN 22) PHH 
SCREEN 25) XNR 

ft Is 7 am in the morning and I 
have just finished writing this 
column, there is no sign of the 
sun and the on ly sound i s that of 
a gently slumbering Liddon. 
Time to go to bed 1 think and 
then I realise that there is an 
interview to write up Ah well 
th ere s no rest for the 
overworked and underpaid 
brigade. I hope you all have a 
happy Christmas, I know that ( 
won't because I will have to get 
the next issue of the Playing 
Tips written „ . . 



Robin Candy is allowed to appear by kind permission of Mangrarn 
Inc. Large white hankies, tastefully embroidered with the Candy/ 
Mangrarn monogram, are available on request for the collection of 
readers' tears after listening to the heart-rending story of Robin's 
hard life, If he has the strength to struggle through opening all his 
Christmas pressies, hell no doubt be back next year — Lloyd 
willing. In the meantime, any tips etc, send to ROBIN CAfJD Y S 
PLAVlNG TIPS, CRASH MAGAZINE, PO 80 X 10, LUDLOW, 
SHROPSHIRE SV8 106 
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DON'T READ THIS IF 

YOU'RE A WIMP! 



Still reading? 
Well if you carry on, 
it's purely at your own risk 
Okay? 
Okay. 

Read on at your 
peril . . . 





BO0I 

Warned You I Now take a look at the delightful piccie we've lovingly 
reproduced in biack and white on this page (didn't want any red, 
pretend blood frightening anyone, did we7). 

CUTTO VOICE OVER BY CARING, UPPER CLASS FEMALE PERSON: 

"Qn the left, we haveJASQN, modelling the very latest in High 
Couture cotton boiler suits es supplied by the Army and Navpstores 
just down the road from Domark's London Offices. You wilf notice 
that Jason is wearing some very adventurous headgear from the 
focaf he Hockey ciub, and sets off his en tire outfit with a cheeky fittfe 
accessory, the veryfatestin rubber carving knives, {/deaf forgiving 
the office cat a nasty moment or two, when it realises you can't 
actuaffy cut up its Whiskas for it and its going to have to chew some 
grub for itself J 

"On the rights showing how the well dressed Jason-in-the-street 
wears the on-the-shoufder nylon boiler suit when not out on the 
r&mpage, we have JASON, who has borrowed a few stylistic 
nuances from Jason, andafso sports a skimpy fittfe facemasK this 
time in light grey r To mark out his individuality from the crowd, 
JASON has dectded to set off the whole ensemble with a wobhfy 
rubber axe, from the Joke Shop r just by Tottenham Court Tube. 

"Both Jason and JASON find that travelling to work in the morning 
a reaf chore, and have opted for the uftimate in comfort when it 
comes to footwear— sfaughterman's Wellingtons. Unfortunately, 
our photographer cropped the picture rather cruelly, and Jason and 
JASON's tower limbs appear to be missing. " 



No reafly, you can come out from behind the sofa now. It's Not 
JASON and Jason really — only Mark Strachan and Dominic 
Wheatley of Domark having an eye-crossing time of it. What we warn 

Sou to do is write a caption for the photo — or perhaps a couple of 
undred words describing the scene it depicts. 
Best contribution wilt win its author a weekend trip to a dungeon ir> 
London — better known as the London Dungeon. Domark will stump 
up the cost of the return rail trip to London for two people, and will 
t h row i n two n i g hts d i n n er bed en d brea kfast a t a good Lon don h otel 
as well. Don't gettoo cut up if you don't win top prize — fifty Domark 
T Shirts will go to the runners up. 

Th© top prize is not for the faint-hearted, though, as the London 
Du ngeo n sped a I i se s i n h o rro rsho w wa xworks, bringi ng to I if e a f e w 
of the less tea-time" aspects of history. So don't bring your 
Marmite Soldiers with you if you winl 

ENTRIES PLEASE TO: Gosh! lm weally fwitentdl PO BOX 10, 
LUDLOW, SHROPSHIRE, SYS 1 DB to Arrive by the end of January 
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v» AUTUMN SAVERS 

SPECTRUM/PLUS 




INCLUDING INTERFACE 
PLUGS STftA/GffT INTOSPECTRUM/Pi. US 

ONLY £15.99 POST FREE 

■ TOP + TRIGGER FIRE BUTTON 
■AUTO FIRE MODE 

• KEMPSTON COMPATIBLE 

* STABILIZING SUCTION CUPS 
- SPECTRUM OR PLUS * UNBEATABLE OFFER 
SEND FQRINSTANTDESPA TCH 




PRICE BREAKTHROUGH 

SWITCHABLE 
JOYSTICK 
INTERFACE 

ONL £12.99 POST FREE 

• ALL THREE SYSTEMS ATTHE FLICK OF A SWITCH 

• KEMPSTON - CURSOR - INTERFACE II 

• ACCEPTS ANY 9 Pi N JOYSTICK— INCLUDl NG 
RAPID FtRE MODELS ■ SPECfAL OFFER! ! 
Buy with QUIGKSHOT II complete for only gf Q QQ 

SEND NOW L i U.*Ef 




3 




Now you can create Superb Graphics easily with 

the fVsw Light writer 

ONLY 

£16.99 

POST FREE 

Lig ht pen comes 
complete with 
Interface ft Suftware 

*Jut1piug\ftTh*Daicil itfftrwftwtatidtfrawcxrdax. f^vves. tectangfcs make 

superb hand &mmrm p*nr, fttf, 

rtr.Tifftf trt\& memo* y \4&K1 nntiusQ tn tntmaiton or sji irrpnto t*p# la use jn yagr 
OWftg&tteS. ■ Ait functions sttect&t from yp-WfiVFHPnwVwr^ £h* irghtptn, 

m UneK3tMbfBt/§fw€ *lVo^^lrlym^w»|^^ifio , . 
SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY 

Distal Sound SampSng Tedmiogy- 

NOWAvsHabh 
on yoiF Spectrum 

CanpetetnttandSeftwas 

pAQ QQ mm 

Itnn mr #"KH>nr * Sijww* S^mpifv «fch%i , ull - 

(i-ffltjt, d"k iHU"J.nl|,r-*nfc>h * -if V '.J.IMr 

>|jildM K ^/i tnr*+fii? W.*w:> A-.i rf*t,njf ir#fc u utm'nwLwC Finite 

WPJrt^ j*u iui few l/fl** ftm^- - ftiqMWV flbfnrttf ■ LW* rvn n,-r*vM#>eiU*-i] - ift^ 
>,, rt w nmr i t r,vjf w, r C »M*0JWfJ>aAiL wrf Jnnw* iltjoV *#nv* Suunn 1 * Truy ■ ,i p^u*^*.*- 
™ J, " ! " tfi *" J - 1 r - " LiA-'uvflm i jr. ..>)*.■' ■■' L>gnrt*quumwil fWMipv h*M Nik kwrini 

AflHpfiMMrf J i*r»x v^rifcr ra jftHv pAv fa *W fountf S#n¥** to K*ur mn pf» W Ml *b tbm 
l^M^!i*mpia>t »Wtf fre otffmmf hi Hvvrrnnf 





Canoes features 

■C9KTH CflHfWlIU * JOTSTIOL HfTFAFACE 
ACCEPTS AMY H Hi JfllfSTiac NOJJEMtiHAFV 
HUHODBJ 

PLUS DBMRS IMF. 50WD HUM TOUR 

Wttt mmjiHTVSPiAHf h, iFutr 



HOW ABOUT 
WITH 
SOUND? 
UNBEATABLE 
QFFE8SH 

WHILE 

POST FREE STOCKS U 




Turbo Ac* fealures S 
MU AT ITH FOC« Df A SWIIGH 

KIKPSTOil . ClffiSM ■ IHTf NF ACI II ■ AttlFT? 
AMY t PH JQTS™ - NCUiW UP» HRl 

| OMLV £18.99 m tcmpl«ie with Quich£hoUJ OMLYjf/i jffor complete wiihQuictShotrl 



GU AR ANTli P SAM E DAY uo „ DE 

DESPATCH 01^ A LL ORDERS 24 Hfi CREDIT 

TRADE fyVQ CliWire Wfi COAff C AH D LIME 




A iff I OMT $. FEMTQN tnt&Vf TMA L £$TA TE 
V A 1Kb OEWSBUftY BOA D r FEtUTON, 



EUCTtONI€S 




Hide your pterodactyl - Fred 
Flintstone is about to create! 
Build the beginnings of 
Bedrock in 
Yabba-Dabba-Doo! 
Available for the Commodore 
64 , Amstrad and Spectrum 
48K. 



© QUICKSILVA LIMITED 
Liberty House, 222 Regent Street, 
London W1R7DE 
Telephone 0M39 0666 




- - ■ - * * - v.\v;^ 

WIN ZOIDZILLA in the 



DESIGN A ZOID 



COMPETITION 




The helpful David Martin, Big 
Cheese at MARTECK the corn* 
pany which is bringing you 
ZOIDS, (he game, has got to- 

f ether with the Zoid People at 
omy to offer you the chance to 
wfn your very own ZOIDZILLA. 
And a copy of the game, and a 
little Zoid and a big Posterl 
Twenty runners up wi If pick up a 
copy of Martech's game H desig- 
ned by the Electronic Pencif 
Company, a small zoid and a 
poster. Then thirty more win- 
ners will have their very own 
Zoid poster to pin up on their 
bedroom wall 
So that's the priaey bit out of 



the way: what have you got to 
do, in order to beat the evil 
Jeremy Spencer to Zoid owner- 
ship in this competition? (ft's 
Okay fotks, I've banned Spencer 
from entering the comp — ED), 
Well, in the game, you become 
one with a Zoid, sitting in its 
control cockpit and travelling 
over a hostile planet doing 
battle with the baddie zoids on 
your quest to reassemble 
zoidziila. 

The game has a neat mixture 
of strategy and arcade action, 
and is controlled wrth the now 
trendy icons. 



► To win a prizipoos r 
youll have to sit down and 
design a Zoid. You can go as far 
as you like with your Zoid des- 
ign, from sketching out the basic 
components and weapon sys- 
tems to submitting a complete 
specification accompanied by a 
full set of technical drawings in 
isometric projection. Go as far 
as you like! 

And if you realiy want to 
round off your entry, you might 
wish to provide a Nttte picture ol 
your Zofd in action on the sur- 
face of the planet Zoidstar. Put 
together a little Zoid portfolio, in 
fact, as if you were the designer 



of the new fighting machine 
who had to get his idea 
accepted.^ 

Plenty to keep you busy, thin- 
king and designing over the 
Christmas Pud eating season. 
Get your entries in by the end of 
January, cos we'll make Jeremy 
judge the competition on 30th of 
that month — with any luck we 
should get a colour snap of him 
going green with envy. 



Get those Zoids in to, CRASH 
ZOIDSMITH COMP, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYe 
1DB 



COME UP WITH THE ULTIMATE COMBAT ZOID AND WIN, WIN. WIN 
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Only the very, very rich went lo the 
Holiday Beft. Max Hetpmann 
wasn'1 rich — yet he was going 
there, As an ex-ton he shouldn't 
have even been a boa rd the 
Sincfairways' Shuttle now speeding 
beyood the reach of Earth's gravity 
and its law enf o*cemef*t agents. 

The Lord helps those thai help 
them selves r g n n ned Max , 
unfastening hi&^eatbeit and 
making himself comfortable. His 
drink tasted good. Pbflu lion- free 
'Syntheau' from one of the moon 
based conglomerates, reminded 



him of his childhood. It used lo 
be available from a tap. Then 
came rumours I hat the treatment 
planls couldn't cope with the 
amount of bleaches, detergents 
and disinfectants which were 
ending up in the system . . . 
Natu rally, people turned to the 
bottled water which, advertisers 
assured everyone r was far more 
healthy. If you wanted free water 
after thai > the only way was to 
sink a well in the garden . 

Max skipped over memories of 
the next twenty-odd years and 



concern rated on the events 
which had taken place that very- 
day. Hard lo believe that only a 
few hour sago he'd been conning 
hi 5 way into homes and taking 
any valuables which hadn't been 
screwed down, (The campaign 
supporting screws as an ideal 
antr-theft device had been 
pa rt ic u la rly compel I ing . To Max's 
way of Ihihking it was rather 
distasteful . And bad for his line of 
work.) 

To avoid early detection of a 
pattern, Max liked to vary his 
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story fairly often. He'd had some 
success asa rodenl exterminator 
checking on black rat sightings in 
the area and thoughi he'd do his 
gasman, He banged on the 
target's door and rushed past the 
startled occupier when it was 
opened. In react kyn to Max's 
u rgen t req uest to check a serious 
gasleak, the occupier unleashed 
two savage-looking dogs, which 
sent Max stumbling back into the 
kitchen , Only his quick thinking - 
throwing the occupier's lunch on 
the floor between the two dog$ - 



saved his hide and allowed him 
to n i p ou 1 1 he back door a nd over 
the wall. 

Bloody Solar Power Houses!' 

The alarm was raised and Max 
knew he could soon have his 
collar felt. Figuratively speaking 
that is P for Max had often noticed 
hew computer-directed lawmen 
these days lacked feeling! In his 
hu rry to get away , be didn 't see 
I he man coming out of an 
alleyway and ran straight inks 
him. Old habits die hard. Max 
apologised profusely , dusied the 
man down , and relieved him of 
his securibeft . . < 

Normally, a shuttle ticket 
would have ended up in the 
street Litter-Vapourizer {Keep 
Earth Tidy), but not this time. It 
was the jammiest bit of luck to 
smile on Max in years. The ticket 
and interzonal ID Card belonged 
tn one Arthur Plumiree, a fourth- 
rate impressionist who Max had 
been embarrassed to watch on 
t hannel 28 recently. Word was, 
Plumtree had bribed the 
producer to let him appear. The 
TV station got the equivalent of a 
month's advertising money, 
Plumtree got his appearance and 
only the viewer lost out, A flimsy 
escape plan fluttered in Max's 
mind. Tne odd s we re hea vi ly 
stacked against him, of course, 
but who'd expect him to head for 
rheshuttleport, Criminals never 
got past the check-in, did they! 

'Hi, chum. Just spoke to your 
brother. Put money in him for a 
chewbar and he read my 
horoscope. You might say he 
gave me thought for food ! Ha ha! 
Where do I stick the ID? Oh J got 
rt. Catch my show the other 
nigh l? No, 1 guess not. You guys 
are kinda Med lo Ihe job, eh! p 
Max couldn't believe what he 
was was doing, Imagine try ingto 
fool an Excise DroidtMark 32D 
Klair, according to the 
manufacturer's label), that he 
was Plumtree putting on silly 
voices. The voice pattern strip in 
the ID would betray him. Oh 
well it d give the lads in Their 
Ma jest ies v Prison Wad moor 
something to laugh about. 

'Plumtree? Arthur Plumtree V 
asked the Droid officiously. 

'Y-Yessirr 

'Arthur Plumtree. You are 
cleared for take-off/ The Excise 
Droid accurately spat the tD card 



ullimate "Shuttle away from it afl r 
dream. They flickered like some 
vasl, unearthly candle luring 
man led moths towards it. But 
they spelled welcome to Max, 
For soon the shuttle would be 
landing and he would be free to 
ply his trade, 

Trade on The Belt, Max found, 
was far easier too ply than on 
Earth. Here, ih ere was little 
security. The filthy rich didn't 
need to rob each other and the 
likes of Max were not permitted 
to travel in space, so why bother 
with any fancy door locks? 

Back home however, it was 
different. Robberies at one time 
were so frequent and credit cards 
so easy lo obtain that cash 
became obsolete. Then robbers 
tu rned to computers to hack 
their way into accounts r 
transferring funds lo their own 
numbers. In the end, people 
were employed mono the clock 
to check incoming instructions 
to bank computers. He had 
laughed about thai. It had 
reminded him of stories that his 
grandfather used to I ell him of 
men riding shotgun to guard 
money for Wells Fargo." 

Underworld friends laughed at 
Max's old-fashioned ways, But 
he had the last laugh, Before 
lone, computers ran everything 
cincTmade themselves virtually 
foolproof. Much of the criminal 
fraternity became redundant. 

Yes, it was much easier up 
here. While The Belters' were 
out doing their own particular 
things, Max was doing his, 
Without sophisticated 
electrnlocb* to crack, he could 
use the despised credit cards to 
let himself into hotel rooms. 
Old-fashioned skeleton keys, 
fashioned from one of his bed 
springs, gave him access to every 
drawer and cupboard. And 
anyone who sfept with the key in 
their lock would not have seen 
Max push it onto a piece of 
waiting paper, pull it under the 
door and lei himself silently in 
and relieve them of their 
jewellery. 

Trouble was, it wouldn't be 
long before people talked and 
realised that they hadn't merely 
losl their items, but thai the 
unthinkable had happened. Max 
would need to be k>ng way away 
by then. But to do that he'd need 



. . . Max knew he could soon have his collar felt. Figuratively 
speaking thai is, tor Max had often noticed how computer- 
directed lawmen these days lacked feeling . . . 



into Max's trembling hand. 

That was aboul all Max could 
remember i. if what had gone 
before. {Apart from the smell of 
fear rising from his arm pits), The 
ride on ihe travellator, boarding 
and lift-off - these were all like 
areas of fresh, untrodden snow 
in his brain. Bui now he felt 
good. He had beaten the 
unbeatable machine. The human 
touch was slill supreme. 

'Land ahoy! 1 shouted one of 
the merry holiday ma leers, and 
Max found himself looking out of 
the porthole. Even from tn is 
distance he cou ld see the garish 
lights of the holiday belt - a chain 
ofartiririal planets designed by 
an advertising company a* the 



to make a really big haul. Shuttle 
pilots only took mega bribes! 

Now Max had been keen logel 
started. All this work on The Belt 
was carried out over a mere 
twenty four hours. Having 
hidden his loot in a park , Tie was 
making his way back to his hotel 
for some well-earned res I when 
he passed the casino. People 
were coming out with wads of - 
money? Max blinked. He saw 
pictures of getaway cars 
screaming from a bank, notes 
fluttering from a suitcase as 
passers-by stood in amazement. 
Max had only seen money in a 
museum - people stopped using 
it when he was a kid. . . 



It might have been the shuttle- 
lag , or lack of sleep, maybe even 
nostalgia brought about by 
another of Grandfathers' stories. 
Whatever it was. Max decided he 
warned some money for himself. 
He d find an excuse to get into 
the casino vaults and case the 
joint. 

A crate of beer outside the 
cellar eave Max ihe excuse he 
wanted. He picked it up and 
strode purposefully down. Even 
in his presenl befuddled state 
Max should have been more 
suspicious. More cash than he'd 
ever managed to count in his 
mind to induce sleep lay before 
him in boxes next to the crisps. 
Crabbing an armful, he threw it 



bandwaggon. Vou know the 
result. After that things got 
borine. Nobody went out and 
bought ihings on impulse 
anymore - they just ordered 
1 h ings t hey saw on I he TV sc reen . 
And it never looked as good as 
the real thing, so not many 
people bothered. I could see a 
slump coming so I invested my 
money in the Holiday Belt. The 
press said it was a bad move ... I 
came up to personally see to the 
operation. It's working. But f 
want to go back down. Start a 
campaign that will shake them all 
up. And that campaign will 
happen - because of ^ou Max/ 

Sorry, I don't follow Luv. I 
don't know anything about 



... he saw pictures ot getaway cars screaming from a bank, 
notes fluttering from a suitcase as passers-by stood in 
amazement. Max had only seen money in a museum - people 
stopped using it when he was a hid . . . 



madly above his head and 
enjoyed the new sensation of 
notes skidding off his head and 
face- 

lr Sir would just care to leave 
hi 5 account number, we will 
gladly fetch the chips to the labie 
tor him!' A Tuxedoed figure 
looking pat ronisingly down at 
him. A Tew drinks and people did 
the most incredible things! 

Max was embarrassed. Casino 
chips - made of paper? What a 
gimmick But they were noi 
negotiable outside the casino. 
What a fool! 

'I think you'd better have a 
word with Lowsy, Umble and 
Vyle, sir!' 

Max gulped. They mu^T he 
what passed as law i n these parts t 
or the casino s heavy boys. Either 
way he didn't f i ke the sou n d of it. 

The coffee in front of Max 
reassured him. He was alone in 
the room save for a large screen 
on one wall. Why give him coffee 
if they were going to do nasty 
things to him ? He started when 
the screen spoke lo him. 

Welcome Max! r 

'Wh-what the-? My name's not 
Max, You've go! Ihe wrong man. 
And where are the three I m 
supposed to see?' 

Lowsy , Umble and Vyle, you 
mean I That's me, Max. But you 
ran call me Luv for short. I'm an 
advertising agency you see. Silly I 
know, but it's traditional to have 
several names. I've noticed 
you're a traditionalist in your 
own way Mas. That's why you're 
here. On, you think you we re so 
clever gettmg here. Bui while 
you were putting on your 
ridiculous act, my Excise Droid 
was telling me all aboul you. I 
ordered him to let you on the 
shultfe/ 

Max was lost for words. Luv p 
however, wasn't. She continued, 

J l Max, am a computer. We 
took over the advertising 
business a year ago. I was - am - 
the best agency there's ever 
been . You may know some of my 
work. The bottled waler 
c ampaign was good. Kept me at 
the top of the league for ages. 
The others were green with envy. 
Then the plastic credit cards, My 
idea . . , Trouble was I never got 
Ihe idea patented so everyone 
else jumped on the 



advertising except that I hate ii! 
Flaming bottled water and plastic 
monevT' 

Quite Max r but with your help 
things will change. I am going to 
shake the worlowith my exciting 
new concept of commercialism - 
cash! Money. It will be the 
greatest thing since sliced bread, 
A bit before your lime Mas, but I 
modest ly adm it that t hat too , was 
my idea.' 

You re crackers! It'll never 
catch on!' 

But il will. Max, You love 
money, don't vou? Look at your 
behaviour in tfn j casino vaults 
just now! I tell you it's a winner! 
We sell it on nostalgia. We tell 
people it's whoFesome, old- 
fashioned and what they've been 
missing - the human touch - 
you've shown me The importance 
of that Max. 3 Take the money out 
to a shop - see people - talk about 
your personal problems. Money 
Will bring you friends, 
happiness/ 

I think you have a point there 
Luv, And if you patent money, 
nobody else will be able to make 
anv. They'll have totome to you 
for ft f And I could go round 
nit king it from them - so they'd 
have to get more!' 

'You're a fas I learner Max. I 
have seen the correlation 
between cash and human 
emotion . We w ill play on that 
emotion to make them part with 
the cash. I desire to be 
respected, and this scheme will 
sec u re it. Look, Max, I have even 
designed the notes. Pretty aren't 
they? 1 searched my memory 
dump and came up with the 
motifs. Something called 
'knitt i ng pane rn ! Bu t ve ry 
human, I think. I would like you 
to have these first copies as a gift, 
A first payment.' 

Max stifled a laugh as he 
accepted the notes. His mind was 
already racing. He didn't want to 
work for a stinking computer, 
but it rnijjht serve nis purposes 
for the time being. His 
grandfather had been a money 
forger in the last great moneyage 
andMax had inherited his artistic 
talents . , « 

When Luv s campaign got 
underway, Man Helpmann was 
planning to get very, very rich! 
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BALLBLAZER COMP 





This man is harmless. 





This lady is deadly. 






This boy is a fugitive. 





r 




COMMAN 



Producer: Elite 

Retail price: £7.95 
Language: machine code 



Elite's Commando is the licen- 
sed version of the classic Cap- 
com arcade game which has 
captivated thousands and thou- 
sands of arcade gamers all over 
Britain. 

The game involves you taking 
the role of a super crack comm- 
ando with a mission to penetrate 
deep behind enemy lines and 
destroy their two main fortress. 
This mission takes place over a 
vertically scrolling landscape 
and you. armed with a tow 
grenades and a sub machine 
gun, have to take on the entire 
enemy army single handed. 
There are boxes of grenades 
lying around the battlefield 
which you can pick up to repl- 
enish you stocks, but otherwise 
you just have to use your skill 
reflexes and sub machine gunto 
survive 

To reach each fortress you 
first have to go through four 
areas, each with its own mini 
fortress at the end. When you 
take a mini fortress you are 
transported to the second area, 
and so on until you reach the 
main fortress. If you take and 
destroy that then you'll start the 
second mission which has to be 
completed in similar style, 
although the landscape and 
soldiers are far more hostile. 

When you approach a fortress 
its doors open and loads of 
soldiers pour out, spewing bul- 
lets from their guns and lobbing 
grenades all over the shop. To 
take the fortress you have to 
destroy every soldier — not a 
trivial task, When you've killed 
all the soldiers then your man 
automatically runs through the 
fortress gates, a message of 
congratulations is printed up on 
screen and you'll be transported 
to the next area. 

Each area has its own features 
end hazards. Level one is com- 
paritively easy, but by the time 
you reach level four the going 
gets really tough, with lots of 
obstacles to thwart swift for 
ward progress. Naturally, there 
are loads of enemy soldiers 
swarming all over the place, but 
luckily they're Only armed with 
single shot rifles and grenades. 
Even so their sheer number 
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often becomes totally 
overpowering. 

There are two specialist 
weapons used by enemy sol- 
diers: bazookas and mortars. 
Mortar bombers don't pose too 
much of a threat, since they can 
only fire one pretty inaccurate 
shot at a time. Bazooka carriers, 
on the other hand, are deadly 
and fire round after round of 
lethal shells which explode in a 
large cloud of deadly ftak. 

vehicles trundle about the 
landscape. They come in var- 
ious shapes and sizes and incl- 
ude trucks, jeeps and motor- 
bikes. They've all got to be 
avoided, but can be destroyed 
with a welt-aimed hand gren- 



ade, Jeeps can cause problems, 
as they carry a gunner armed 
with a sub maehmo gun a 'id 
speN doom if you're not busy 
pegging it in the opposite dir- 
ection. Lorries, too, are deadly 
and carry many soldiers which 
pile out when their transport 
stops* 

The landscape is very barren 
— well, what do you expect for a 
desert? Dotted around are trees, 
little hjlb {usually the enemy 
come beftfng down the slopes) 
and rivers (there are always 
bridges to cross them — you 
might be a commando but you 
can't swim! I. 

Area one is pretty deserted 
with only a few trees and hills, 
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although there is a bridge which 
you have go under, Then ridge u 
narrow, and there's usually 
plenty of enemy soldiers just 
waiting to pounce on you on the 
other side* After the bridge there 
are rocks which the enemy use 
for cover and after them r the first 
mini fortress. 

Area two is where things start 
getting tough. Foxholes filled 
with soldiers block your path, 
and the only way to kill The 
soldiers is by lobbing grenades 
on them, While you're trying to 
do that they're busily trying to 
machine gun you down, just to 
make your life a misery. There 
are also another two bridges, 
one to go under and one to go 




4&J 



r 



iss « t 





over (it gets you across a river). 
Buildings and bunkers start to 
make an appearance too. Yet 
more soldiers pour from the 
buildings, white o fusillade of 
bullets comes from the bunkers. 
Areas three and four feature 
all the hazards found in the 
earlier sections, only in far 
greater numbers. On area four, 
the final run up to the first 
fortress, you are forced to cross 
an airport which has lookout 
towers complete with machine 
yun wielding soldiers at the top. 

The areas which lead to the 
second fortress are diabolical, 
by comparison with what goes 
before them. And if you manage 
to destroy the second fortress 



then you'll be transported back 
to the very first area, to start 
over, but the enemy are more 
numerous and they fire more 
accurately. 

Points are awarded for dispo- 
sing of enemy soldiers and 
vehicles and a hefty bonus can 
be earned by killing two guards 
who hold a colleague of yours 
prisoner. Once you liberate your 
ally, he disappears, rather than 
helping you fight your battle, 
however. 



CRtTICi 



• 'Speaking its someone who's 
youth was spent toggling the 
joysticks of arcade game* this is 
about the best arcade conver- 
sion your Spectrum is likely to 
see. The arcade machine had 
some of the most photographic 
graphics and briMiant stereo 
sound — naturally these have 
been lost in the transition from 
megabyte memory 68000 to4SK 
280, Nevertheless, the rest of 
the game has faithfully been 
incorporated - all eight areas 
have been copied witfi meticu- 
lous attention All the hillocks, 
trees, bridges and everything 
are afl there - the soldiers even 
attack from the same points! 
The highscore table is the same 
■as the arcade one too, witfi its 
spinning letters and all that. The 
gameplay is brilliant,, although 
playing with the keys is a bit of a 
pain — it all gets rather confu- 
sing at the end of an area, H you 
want a game for Christmas then 
look no further than this, it s * 
******* * amazing!' 

• *Etite have done a brilliant job, 
converting this arcade game for 
the Spectrum, The action is fast 
and furious, and should present 




a lasting challenge to anyone 
addicted to shoot em ups. Plenty 
of practice will be needed to get 
far into the game — it's very 
easy to concentrate on wiping 
out the enemy but you've got to 
remember to dodge their bullets 
too! Horribly violent, and not 
much of an intellectual chall- 
enge — but great fun, Get it ' 

• 1 must confess that I never 
expected this game to turn out 
quite as well as it did. I found the 
game very easy to get into and 
not so easy to leave alone. The 
movement of the characters is 
i/fery effective, I particularly 
enjoyed the way the enemy 
troops jumped down from var- 
ious heights and then set about 
trying to do you in. There are 
some graphics which might 
have been better left out — in 
particular to the jeep which 
looks more like a tape deck. All in 
all Commando is a great game 
for those into fast moving viol- 
ence, it requires fine tuned reac- 
tions and a fair bit of daring.' 



o i mm 




COMMENTS 



Control keys: redefine h\e 
Joystick: Kempston, Sinclair, 
Cursor, Fuller 

Keyboard play: very responsive 
Use of colour: rather bland 
Graphics: excellent scrolling, 
and fast especially with the 
amount of little mateys hacking 
about 

Sound: great spot effects, but no 
tune 

Skill levels increasing difficulty 
Screens: eight areas to fight 
through 

General rating: A first-rate 
arcade conversion — very 
addictive indeed 

Use of computer 86% 

Graphics 92% 

Payability 95% 

Getting started 94% 

Addictive qualities 95% 

Value for money 92% 

Overall 94% 
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Imagine Software Is available from:i$&),WH SMITH r *um\HM\ wnntmntm* LASKYS. Rumbelo ws Greera , 

Spectrum Shops and all good dealers. 
Imagine Software I 1 984 ) Limited • 6 Central Street. Manchester Ml 5NS« Tel; 06 1 834 3939-Tefex: 669977 



tit 



urriB os gold 





Two ZX Expy s0 Q flj ^es 

too.' lBsSSi^HI 




Before you start getting greedy, 
let's pause a moment end 
explain that orte person Isn't 
going to clear up in the compet- 
ition. Tv^o outright winners, on 
a first out of the bag with an all 
correct answer basts, will each 

Sit a Microdrive and Interface 
ne to play with. Then no less 
than fifty runners up will each 
have a copy of Impossible Miss- 
ion to amuse themselves with. 

Right now we've got that 
sorted, on with the competition 
instructions. Behold, for it ti a 
wordsquare. Now, you 
wouldn't think we'd let you get 
away with anything too easy, 
just because rt's the Festive 
Season, now would you? 
Goooood. You will note that the 
said wordsquare comes with- 
out a list of words for you to 
find . . . spotted that yet. No? Go 
and check and come bade here 
when you have. 

Hello again, We haven't put 
the words in, 'cos they're not 
words. They're titles of US Gold 
games which have been releas- 
ed on the Spectrum, They are 
spirt up all tunny too — KING 
KONGS REVENGE, for instance. 
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MINION'S REVENGE WORDSQUARE 

Find the names of the games released by US 
GOLD that are lurking, hiding and generally 
making themselves unobvtous in the following 
wordsquare. Heh Hen! 



had it been an Ocean Game* 
might appear in this word 
juare as KIN6KGNGS 
REVENGE. Two words, you see, 
rather than one. Or maybe as 
KING KONGS REVENGE — 
three words Of aven 
KrNGKONG SREVENGE : one. 

What you've got to do, is hunt 
through, and find out how many 
US GOLD game-names there 
are, hidden away in the word- 
square, And I'm simply not 
going to tell you how many 
game names I've hidden away, 
Not after all the fuss you made 
about minor Irregularities In 
certain other wordsquares So 
there NYA NYA. You'll just have 
to keep looking until you'vs 
found them all. IMee Heat I 

And when you've come up 
with as many names as you can 
find, jot them on the back of a 
sealed envelope, add your very 
own name and address and 
whizzzzz your entry off to US 
GOLD WORDSQUARE. PO BOX 
1fJ # LUDLOW, SHROPSHIRE 
SV8 1DB to arrive fay 30th Jan 
uary neirt year. Or this year, fl 
it's already 1986 when you go to 
the post bo* 
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EUROMAXCOMPPRO 

* Top U.K. micro switched joystick, 
-fcVeny responsive. 

* Highly rated by 'Crash', 




Pinfold Lane, Bridlington, 
North Hurtn&erstde VOl65XR t England. 
Telephone: 0262 601 00& 602541 Telex: 527381 EM AX G 



Ask you local computer store for 
details on full range or phone us direct 

p. FORGET THE REST - 
« GET THE BEST 

mb USE EUROMAX JOYSTICKS 

SUITABLE FOR ALL POPULAR MICROS 
THE UK/S LEADING QUALITY BRAND, 



Please send me further details of the Euromax Joystick 
range. 



name 

ADDRESS.. 



WIN AN 
In the 
CRASH 



CRASH 



OLI ORIGINAL! 
Extra Special 
Christmas Quiz 




After a little bit of arm twisting 
(and the promise of a Gin and 
Martini or two) your very own 
Com petition Minion is proud to 
be able to announce that he has 
lUaded our very own Oliver 
to offer a whizzo prize this 
Chrlmble. No less than a signed 
Oliver Frey origin el. 

For a bit of fun, Oil's drswn 
this bijou scenette, not once, but 
twice. Second time around, he 
made a few changes and it's up 
to you to work out exactly what 
they were. After close inspection 
of Versions A and B of the piccie, 
ring round the differences in Pic- 
ture B, complete the entry form 
and whizz it off in an envelope to 
CRASH OLI COMP r PO BOX 10 r 
LUDLOW, SHROPSHIRE, SYS 
1 DB to arrive bv 30th January, 

To make your faithful 
Minion's life that little bit easier 
in 1986 r write the number of dif- 
ferences you spotted on the 
back of the envelope. Go on, be 
helpful for once r eh? 

First all-correct answer out of 
the extra special hat on the 
appointed day will win its 
sender a personally airbrtished 
Oli Original, Ancf the winner will 
be invited up to Ludlow to be 
□resented with her or his prize, 
m person, by the veritable 
OLIVER FREY. And if you're 
really lucky, we might just show 
you round CRASHlowers and 
throw in a pub lunch or some- 
thing. Depends on how the tea 
kitty s doing at the time, but we 
should be aWe to rustle up your 
railfare, too. 



NAME 

ADDRESS 

fc + l« + l + t*l*-f>--> ai l 

POSTCODE 

DONT FORGET TO MARK HOW 
MANY DIFFERENCES YOU 
SPOTTED ON THE BACK OF THE 
ENVELOPE 
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Rosetta Mcleod 



A LITTLE LEARNING FOR THE 
FESTIVE SEASON? 

This month, with the help of a panel of children, Crash Course looks as some Christmas 
crackers! *^bs 



First of all, though, there is some good news on the educational 
front A new organisation, British Educational Software Associates, 
ftas recently been set up to improve the availability and distribution 
Of educational software Eight firms (ASK, Bourne, Calpac, Collins, 
Griffin, Hill MacGibbon, MacMillan and Widgit) have formed this 
new marketing consortium to help selected retailers service a 
market which, according to Roy Davey, marketing director of 
Collins Soft and Hill MacGibbgm, is diffused and frustrated'. He 
feels, quite rightly, that schools have difficulty in finding a retailer 
who offers a good choice of software together with a fast ordering 
service, and who allows the customer to view programs before 
purchase BESA has now appointed 200 retailers throughout Britain 
who will stock a core list* of 40 programs and will be able to meet 
orders for other titles from some 250 in the catalogue within 48 
hours. Support for retailers will be handled by Proteus, the leading 
educational software distributor 

This a very welcome move, both from the point of view of 
schools and of home users. Up till now, most of the high street 
stores have paid only lip-service to the area of educational software, 
and it is hoped that the promotion of BESA in local newspapers and 
in information hand-outs to schools will begin to rectify matters. If 
the experiment proves successful, the consortium would hope to 
expand in 1986 More information about BESA can be obtained from 
BESA at 4 Little Ess** Street, London, WC2R 3LF, Tef : 01 S36 6633. 

But now on to this month's software selection. I asked a panel of 
children, ranging in age from 7 to 13 years, to look at the programs 
with me, and to decide whether or not they'd like to get the games 
for Christmas. Each game was awarded a score out of 10. 



SURVI- 
VAL 

Producer: Sinclair/ 
Macmilfan (Science 
Horizons Series) 

Retail price: £7,95 

Age range: upper primary 

Author: Five Ways 



The programs in the Science 
Horizons series each concen- 
trate on one key scientific idea 
and try to bring ft alive Tor 
primary children. Survival is 
concerned with the basic princ- 
iples of ecology (the interdepen- 
dence of living things and their 
environment), When the pro 
gram has loaded, pictures of six 
creatures (hawk, robin r lion, 
mouse, fly and butterfly) appear 
on the screen, The player 
chooses one of them, and has to 
keep it alive in its habitat by 
finding food and water and by 
steering clear of predators. A 
grid represents the world in map 
form, with ice caps in ihe north 
and south , and the player moves 
the chosen animal around; one 
square at a time. As the game 
progresses, the child will be 
building up a profile of each 
creature, based on the knowl 



edge acquired about its energy 
requirements, predators, lite 
span and so on. 

The useful booklet which is 
included in the package gives 
brief notes about the six ani- 
mals, but of course children 
could be directed towards refer- 
ence books to increase their 
knowledge. 




COMMENTS 



Control keys: T, Y # U, G, J; B, N h 
M move the animal round the 



grid, P to pause, C to continue, Q 
to switch sound off .'on, K to ser? 
a key for the habitats, SPACE In 
speed up the action 
Keyboard play: responsive 
Use of cofour: attractive 
Graphics: quite good 
General rating: on interesting 
and enjoyable program which 
can be used to reinforce 
learning, or on a self -disco very 
basis. 

Panel s comments: We quite 
I iked it, but it was hard tn 
remember the control keys We 
learned a lot about the animals 
7/10 



GLIDER 

Producer: Sinclair/ 
M a cm ilia n (Science 
Horizons Series) 

Retail price; £7.95 

Age range: upper primary 

Author: Five Ways 



This is probably the weakest of 
the three Science Horizons pro- 
grams we looked at. Its arm is to 
acquaint Ihe user with the scien* 
tiffc principles of girding — tali 
inn into account the need for 
rising currents of warm air 
fthermals) and how these are 
influenced by what is on the 
ground as well as by the weather 
conditions and the time of the 
day. When the program has 
loaded, the player csn chose the 
time of day. and then, when 
ENTER is pressed, the glider is 
towed to the appropriate height 
and released, A variomcyirr on 
the right of the screen shows the 
rate of climb or fall, and when 
you reach a thermal you should 
press H to circle arid gain as 
much height as you can, A rough 
map of the island above which 
you are flying is shown in the 
booklet with a key to the thor- 
oughly confusing list of symbols 
used. You can get the Air Traffic 
Controller's report on your per- 
formance together with your 
final score at the end of the f Nght 
(you may have landed safely or 
crashed}, which is a nice touch. 



COMMENTS 



Control keys: L V, U r G, J, B, ISt, 
M to change the directs ■ ■ in- 
glider, P to pause, C to continue, 



>PACE to choose your time of 
day at the beginning of the 
game, and for the report and 
final score at the end 
Keyboard play yuod 
Use of colour: could have been 
used to greater effect 
Graphics: dull 

General rating: I'm afraid we 
gave this a thumbs down as 
lacking entertainment value, 
and with a minimal educational 
content 

Panel's comments: a lot of room 
for improvement in the graphics 
and game play. The picture on 
the box makes the game look 
much more exciting that it really 
is. We wouldn't want it for 
Christmas, 
4/10 



CARGO 

Producer: Sinclair/ 
Macmtllarr 

Retail price: £7.95 



Age range; u 
Author: Five 



lge: upper primary 
: Ft ve Ways 



The aim of Cargo is to demon- 
strate the careful planning that is 
needed to allow a cargo ship to 
carry its maximum load in 
safety, The player first has to 
load the ship making sure that 
the cargo is distributed evenly in 
the holds, and of course has to 
pay attention lo the Pfimsoll line 
ma rkings in doing so. The player 
can select a rank (Master, Chief 
Officer, Second Mate, Cadet! 
and at the end of the game may 
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be promoted or demoted dep- 
ending on performance. The 
child can also choose a starting 
point and a port of call — all of 
the ports are clearly marked on 
I he screen map, After the ship 
has been loaded and has begun 
its journey (a line appears on the 
map to trace the course), the 



screen display indicates how it is 
sitting in the water — the higher 
the salinity, the more bouyancy 
it gives to the ship. The program 
also gives a continuous report 
on conditions at sea. If you reach 
your pott of call safely, you must 
unload the cargo and get your 
score. 

This game covers 3 lot of 
ground for should ft be sea?) in 
terms of educational content. 
Children will learn about salinity 
and sailing conditions in differ- 
ent parts of the world, improv- 
ing their geographical knowi 
cage by constant reference to 
the map. The booklet also gives 
useful background information 
about Samuel Plimsnll 



COMMENTS 



Control keys: SPACE and 
ENTER 

Keyboard play: good 
Use of colour: good 
Graphics: excellent 
General rating: a very well- 
designed program which is both 
enjoyable and educational 
Panel's comments: the boys 
liked it more than trie g iris did. 
The map was very good and we 
liked the way your trail was 
marked by dots. The program is 
good value, and the boys would 
be happy to get it for Christmas. 
Boys 8/10 



Boys 8/10 
Girls 5/10 



Age range: questions can 
be altered to suit an v age 
Author: Blackboard 
Software 



There are many quiz programs 
on the market, and this is one of 
the best I've seen. The computer 
is ideally suited to the role of 
quizmaster of course, but not all 
the available quiz games are as 
flexible as this one, which can be 
played by one or two players, or 
even by two teams. 



use and for schools. The game is 
thoroughly enjoyable to pray, 
and it ( also provides a useful 
educational experience, giving 
at the end a list of- all the words 
you didn't get or that you sped 
wrongly. You can also obtain a 
print-out of what is being shown 
on the screen, and the whole 
thing can be transferred to 
Microdrive if desired. 

COMMENTS 



Control keys: wrioJe keyboard 
used 



QUIZTIMER 



• ▼ J 

111 

V1 < 




< 



&\ 9 * m choose: a 

MM M MM ^r™ necessary 

answers a« 

TIMER 

Producer: Macmillan load d 
Software 10 subjects 

Retail price; £5.95 
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One side of the cassette con- 
tains the game and information 
About it r and you really have to 
run through the instructions 
quite carefully, The game con- 
sists of a word supplied with 
several letters missinq, and also 
a clue. The time taken to answer 
the questions is also important 
a$ this will affect your score. 
Once the main program has 
b«nn loaded, the player has to 
choose a password which is 
necessary if you want to see 
answers and clues before start* 
ing the game, or if you want to 
change the questions. The menu 
gives the following options: 
load qurz data (from a choice of 
10 subjects ranging from Food 
and Drink to Greek Mythology); 
single or two player game; alter 



the time allowance; select pic- 
tures or words; view/alter qui* 
data and create and save new 
quiz data. 

The best thing about this 
program is its flexibility — it has 
endless potential both for home 

Keyboard play; fast 

Use of colour: clear and vrvid 

Graphics: good 

General rating: an excellent 

multi-feature game which 

provides superb value for 

money 

Panel's comments: Good garnet 
You con Id play it for ages 
without getting bored, and it 
was quite easy to put in you own 
questions. This is the best of all! 
9/10 



BLOCK- 
BUSTER 

Producer; Argus Press 

Retail price: £7.95 
Age range: 7 and over 
Aut h o r ; Com p u t e ntutor 
(Clever Clogs Series) 

Blockbuster (not to be confused 
with the popular TV quiz game- 
rs a puzzle with a million billion 
variations 1 . The child has to 
make a rectangle out of 12 diff- 
erent blocks which appear on 
the screen. The screen itself is 
I divided into three parts. At thp 
top is the STORE where the 
blocks are displayed before 
being used; on the right is the 
WORKBOX where the blocks 
can be rotated before being 
positioned on the board- and to 
the left is the BOARD marked 
with a grid where the rectangle 
is to be made. 



The game fs very good for 
developing skills of spatial 
awareness, and there is also the 
Option of pfaying it in its qui* 
version. If you get 12 questions 
correct, you are given a com- 
plete solution as to the creation 
of the rectangle. As with all the 
programs in the Clever Clogs 
series, pressing CAPS SHtFT/Q 
takes you to a secret Parents' 
Page, and enables you to reset 
the questions. Another useful 
and flexible game. 

COMMENTS 

Control keys: P to place a piece 
on the board, M to move a piece 
to I he workbox, S to move a 
piece back to the store, 0 to end 
the game, CAPS SHIFT/Q to 
reset the questions 
Keyboard play: very responsive 
Use of colour: bright and cleat 
Graphics: simple but effective 
Generaf rating: surprisingly 
difficult for young children. An 
adult really needs to be on hand 
all the time for help and adviqe 
Panel's comments, we thought 
it was a reasonably good game, 
bu t it wou Id be better fo r sehoote 
rather than home use. 
6/10 



MORE WHEEEEE, SPLAT 
(GENTLY) 



And yet another update on how the CRASH /ZZAP ! / AMTIX ! 
Action Group charity parachute jump is progressing. C'mon 
your votes to push some of our staff out of a high-flying plane 
— they really do . . . 



Dr Barnardo and 
people, we need 
s — they want to go 



I suppose that it was inevitable 
that thosfc who didn't really want 
to jump should attract the most 
votes, ZZAP's very own Mr 
Rignall seems to be at the top of 
the 1 1st and he is very concerned. 
When he asked me how he 
should go about getting out of 
this mess I suggested that he 
should try being pleasant to 
people which would result in his 
being ignored, Of course the 
easier alternative would be to 
send a few votes in himself, to 
try and work his way down the 
I ifit . He put th e p ropoeitio n to h is 
hank manager who simply ref- 
used to advance Julian the 
necessary funds. Strange thing 
was, the very next day we had 
some votes from a bank man- 
ager, for Julian [ 

Franco Frey, The Newsfield 
technocrat, is mo re than a bit 
disappointed that he is lying 
only eleventh in the jump table, I 
am a little surprised by this as 
Franco writes quite a lot for all 
three magazines, mostly on 
graphics packages, so he really 
deserves to considered. Some- 
one at the last ZX Microfair 
really pot his finger on Franco's 
problem, when he declared that 
Franco 'was a really nice guy'. 
The voting trend seems to be for 
ie NewsfiekJ equivalent of a 



video nasty, hence the strong 
showing by the likes of Gary 
Penn, Julian Rignall and Robin 
Candy- Send a nice guy aloft— 
Vote for Franco. 

While we are on the subj&ct of 
video nasties that reminds me of 
Mr Candy, who in truth is a good 




bloke, he's just misunderstood. 
There seems to be something of 
an ego battle being conducted 
between Messrs Candy and 
Man gram. Each of them seethe 
n u m bar of votes as a measu re of 
popufarity. This hes nature Ify 
put Lloyd i n a ve ry d ifficu It pos- 
ition, he isn't keen to allow his 
frail body to be ejected from the 
back of a Hercules- He is, how- 



ever, just as determined not to 
be shown up by 'that little 
jumped up poke person \ The 
CRASH Editor Graeme Kidd 
seems to be attracting more 
votes than he bargained fon so 
many in fact that the worried 
man was caught actuaNy trying 
to ed it t h e j lj rn p ta b te. I have 
now taken steps to ensure that 
the table is kept where Gfaerne 
can't find it, on his desk. 

The software industry contin^ 
uea to donate prizes. Among the 
latest contributors are Ocean, 
The Hit Sq uad , Incentive and 
Micro meg a. The boys from 
Micromega, Neif Hooper to be 
exact, sent us a su per b letter a nd 
what must be World's most 
awful joke, so appalling intact 
we feel that Ft would be frres- 
p o n s fble to pri nt 1 1. We ca n , how- 
Wfif* make it available to anyone 
daft enough to want to see it — 
for a mere five votes a read. And 
yes Nell, we would like to hear 
the one about HisV Hercules, 
The Ram Jam Co rporation have 
promised to send us a bumper 
box of prizes and a respectable 
block of votes, A sudden burst of 
generosity perhaps? Well not 
enti rely, it seems AMTI X Ts Sean 
Masters on has upset them. Ram 
Jam, far from being a bunch of 
wallies, quickiy calculated that 



sending a substantial number of 
votes for Sean would be a lot 
cheaper than paying the train 
fare for their heavy mob to come 
all the way up from London, 
Smart, 

Even John Edwards, the client 
liaison person, has coHected a 
vote) As yet I heve been unable 
to track down the source but 
suspect thet it may have come 
from an advertising agency, if 
so, send more. The Army would 
be truly g ratefu I of the o pportu n- 
ity to test the lift capacity of a 
civilian- laden Hercules l ean 
think of no better way than by 
sending John, Graeme Kidd qnd 
Gary Lid don. 

Remember, whoever you chose 
as a victim, never forget that 
every penny you send will go 
towards making a handicapped 
person's life easier. 

This months voting recommen- 
dations: 

FRANCO FREV because he's daft 
enough to really want to do it, 
and GARY UOOON because he 
thinks he's man enough to. 

Next month we shall publish, for 
the first time, the Jump Table so 
far together wrth the pleas and 
excuses of the top six. 



I want to jump out of a very high-flying 

He rcu les ( He or she may use a parachute at the i r 
own discretion) 

I enclose a donation of £ - - . . . (minimum of £100) 
and no coins please. We fl6t charged for receiving 



THE COMPETITIONY BIT 

Name three flight simulation games 

<1> 



1 



I am frequently known as 
and can be reached at . .> 



<3) 



In fifteen words or less, using your skill and judgement 

* * - and a pen, complete the phrase below in the most apt 

Postcode and ori 9« nal wa V : 

SEND YOUR VOTES AND LOOT (NO COINS! > 1 WANT FRANCO FREY TO JUMP BECAUSE 

to: 

WfFeeeee SPLAT! PO BOX 10, LUDLOW, 

SHROPSHIRE, SY8 1DB . 



I 
■ 
■ 
■ 



f 



STOPPRESS! Oli offers original cower painting as a prize for the voters in the Loony Leap Charity Competition? 



VOTE FOR THE BEST 
GAMES OF THE YEAR! 




offers you, the reader, the opportunity to vote for those games you feeJ 

deserve an accolade. 

This is your chance to tell the software business what you think of their 
programs f Your voice will reach collectively out of these pages in the 
uniquely democratic manner that CRASH has pioneered (well almost}, 
and inform the world of the best Spectrum games for 1985. 

What we have done is to think up 14 categories, and over the page 
there is a large form to remove from the magazine (or photocopy H you 
prefer). This should be filled in and sent back to us as fast as you can. Of 

course there's more to it than that* CRASH is known to be not only 
democratic but generous to a fault — so the first 15 forms drawn from 
the bag on the closing date will earn their senders a voucher for £15 
worth of software as well as a CRASH T-shirt! 

The results of the voting will be published in the March issue of CRASH 
and the highly valuable certificates of accolade will be awarded soon 

after to the winning companies. 
Get to H! 
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VOTE FOR THE BEST GAMES OF THE YEAR! I 



BEST GAME OVERALL 

Title & Software Hous« 




For the most outstanding programming 
ach 



STATE OF 1HE ART AWARD 

Title A Software House 







. 



Please cut out this page 
from the magazine and 
send it back to us as soon 
as possible. Don't forget 
to write your name, 
address and T-shirt size 
(small, medium or large) 
on the form in capital 
letters! 

In each category enter 
the name of the program 
and the software house 
concerned for which you 
wish to vote. Please note : 
products must have a 
1995 copyright to be 
elligible. The collated 
results will be presented 
as a winner with two 
runners-up. 

There's no need to fill in 
every category if you 
cannot think of anything 
suitable, but obviously the 
more you fill in the better 
the end result will be. 

Forms should be returned 
to CRASH READERS 
AWARDS, PO BOX 10. 
LUDLOW, SHROPSHIRE 
SYS IDBto arrive no later 
than Monday January 20th, 
when the draw will be 
made. 
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GRAB THE ACTION! 
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Mail Order. MONOLITH 3rd Floor Ledor to.n. 151 Forringdon Rood, London EC1R3AD. 
All gomes priced at £9.95 mc P&R Cheques/POs payable to BEYOND 
Credi! cards call 01-837 2899 
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THE EXPRESS GANG PART 4 

In Which Franco Frey concludes his survey of fast storage media, that allow you to get more 
out of your Spectrum, Weif, more out in a given period of time. And more in, too. That's what 
Fast Storage is a// about reaify. 



LAST IN THE SERIES of fast storage media is the Time* disk drive. 
Featuring its own Z80A processor with external ROM and RAM, the 
Time* drive treats the Spectrum as a terminal. By changing the 
interface unit, the system could be connected to any other type of 
computer — indeed work is in progress at Time* Towers on a 
Commodore 64 interface right now. Theoretically at least, this 
means that a change of computer needn't mean making your Timex 
drive redundant. 

The Timex disk system has been designed so that it does not 
require a single byte of the Spectrum 1 s own RAM memory, and as a 
result it simply can't interfere with any commercial software. Un- 
fortunately, however, RAM 'photography ' , using a hardware inter- 
rupt switch (similar to the BETA PLUS system) is not catered for. 
The Timex Operating System (TQ3) is the only Spectrum based 
operating system to include a complete tree-structure directory 
facility simitar to professional systems such as MS-DOS or C/PM. 
This enables the user to maintain a tidy household containing all the 
disk files. Other good features are the excellent random and sequen- 
tial file handling, and the pair of serial communication ports 
(RS232C) which are fully software supported. 



TIMEX 

DISK 

DRIVE 



HARDWARE: 

Hardware abounds with no less 
than four separately enclosed 
units, The three main units, con- 



hefty coiled cable and D-plug, 
Up to four drives may be linked 
to the system, but drives 3 and 4 
necessitate an extra power 
supply. The controller features 
two serial ports which require 
special cables with edge con- 
nector sockets. The controller 
also features a system reset 
button and power LED, while a 
reset switch on the interface 
provides a Spectrum only reset. 
The interface does not feature 
an expansion port and if the ZX 
printer or ALPHACOM 32 printer 




sisting of the 3 inch disk drive, 
the controller and the power 
supply, are fitted in three ident- 
ical enclosures. The small inter- 
face unit plugs into the expans- 
ion bus of the Spectrum. Con- 
nection to the controller is via a 



is to be connected, a T extension 
connector will be required, 

SYSTEM DESCRIPTION: 

Unlike all other disk units in this 
series, the Timex disk system Is 
a complete computer with it s 



FRANCO FREY'S 
"SORRY" SPOT Also 
Known As: ERRATA! 

with the stMemmt ihat the ?™S rtnve n ss i ™ » w , ltie 

SS§S5SSsSS5=&s- 

Mint one can argue about ad infinitum, 
towers 




own Z80A processor. This sys- 
tem treats the Spectrum as a 
terminal only and the interface 
passes commands and data 
onto the controller. The Timex 
Operating System (TOS) is con- 
figured as an extended Sinclair 
BASIC and resides in a shadow 
ROM, It has 1 kbyte of external 
RAM at its disposal for Storing 
the drive characteristics, buffers 
and variables. These must init- 
ially be booted up from any pre* 
formatted disk. 

The BASIC Extension instruc- 
tions can either be executed 
directly from the keyboard or 
from within the program like any 
other BASIC instruction The 
TQS commands may also be 
accessed directly from machine 
code by selecting the external 



ROM with a jump to address 
00O8H. In the external ROM 
there is a routine to call routines 
in the SASlC ROM r so that all 
BASIC functions may be access- 
ed at any time, Calling 0603H or 
0604H reselects the BASIC ROM. 

TOS supports a subdirectory 
'tree-structure'. There is a root 
directory which may contain 
other directories. Directories 
can be nested and the specific 
route from the file to the current 
directory is called a pathname, 
Any Filename extensions such 
as for example ,BAS and .COD 
may be used to separate the dif- 
ferent file types, although only 
DIR (for for directory names) 
and SCP (for communication 
channel names) have a specific 
meaning to TOS. 
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File names may contain 
masks' or 'jokers'. The plus sign 
can be used to replace all or 
several characters in a name 
field, white the question mark 
replaces one character only. File 
names with masks (templates) 
can be used with most instruc- 
tions and provide access to a 
group or batch of files. 

TOS supports random access 
and sequential files, A data file 
must be opened and a channel 
for input or output linked to it. 
INPUT* and PRINT* are the only 
instructions that allow access to 
a specific part of a file When the 
OPEN#* instruction is exec- 
uted; the fi I e st ructu r e i s d ef i ned . 
The file can either be a stream 
file with no record structure, 
where you can read or write a 
variable number of characters 
up to 256 r or a record file with a 
fixed record length of a specified 
amount of characters. Stream 
files can only be read sequential- 
ly or in random fashion with an 
AT command. 

TOS provides up to 16 chan- 
nels, Channels 1 to 4 are fast 
(each have an dedicated 512 
byte buffer) and 5 to 1 6 are slow 
(common 512 byte buffer}. 

The floppy disk controller is 
equipped with two RS232C 
serial communication ports 
(SCP's). These have to be set to 
the correct format and baud rate 
by configuring the two dedic- 
ated SCP files with a FORMAT* 
statement. The files may then be 
opened in a similar way to the 
stream or record files for send- 
ing or receiving data. 

OPERATING SYSTEM: 

TOS (Time* Operating System) 
configured as a BASIC Extens- 
ion, 

SYSTEM COMMANDS : 

CAT* displays the disk directory 
contents. The fist displays the 
name, the file type (extension I 
the fife size in bytes, the disk a/l- 
ocation (sectors occupied} and 
two columns indicating whether 
the file is write-protected {by 
means of the TOS software facil- 
ity, not the write-protect tab). 
The onfy two extensions that 
have special meaning for TOS 
are .DlH, indicating a subdirec- 
tory and .SCP a communication 
channel. 

FORMAT* "drrvename" TO 
' 'diskna m e' r formats a disk in the 
requested drive. TOS is copied 
onto each disk (requiring WKi 
for booting up The directory 
requires 4K TOS requests con- 
firmation before proceeding 
with the formatting 
SAVE* pathname LOAD 
OPTIONS saves a file to disk. 
The pathname consists of the 
subdirectory for subdirectories) 
and a filename. The LOAD 
OPT/ON may be LINE number 
for BASIC autorun, SCREEN 
for a screen file, CODE start, 
length for a machine code file 
ana DATA arrayname {} for a 
numeric or string array. If an 
existing fife is specified, TOS 
displays a warning with a 
prompt to overwrite the existing 



file (unless the save syntax in- 
cludes an overwrite enable}. If 
the program saved is calfed 
"START with a finenumber for 
autorun f TOS will autoboot from 
a reset if the disk is in drive A. 
LOAD* pathname LOAD 
OPTION loads a file from disk. 
MERGE" pathname merges a 
BASIC file from disk with the 
existing program and variables 
in the Spectrum memory. 
DIM* pathname creates a Osize 
fife or an empty directory. The 
use of the path means that files 
can be created outside the cur- 
rent directory, for a directory, a 
fifename with a .DfR extension 
must be used. 

GOTO* pathname or GOTO* 
' J drivename" d changes the cur- 
rent directory/disk Special 
pathnames exist for moving up 
or down the directory hierarchy. 
GOTO* "ft ... " moves up 
one or more nested directories 
and GOTO* goes to the Root 
directory, 

LIST* displays the current direc- 
tory location (pathname of 
source directory, its level and 
the drive). TOS allows the 
change of the current directory 
to another drive without know- 
ing the disk name with a GOTO* 
"drive name" d. 

GO SUB* {pethnamel or GO 
SUB* "drive name" d changes 
the current directory/drive and 
stores the return directory/drive 
on a directory/drive stack ready 
to be recalled with a DRAW* 
command. This is very useful for 
applications requesting a 
change of directory/disk to per- 
form a task with subsequent 
return fusing DRAW*/ to the 
source directory/disk, TOS 
altows up to 8 levels of nesting. 
DRAW* pops the source direc- 
tory/disk, used in conjunction 
with the GO SUB* command. 
ATTR" pathname P, U I or V 
write/erase protects, unpro- 
tects, hides (I) or unveils IV} files 
or dtrector/es. The pathname 
can be a template, so more than 
one file can be affected. A 
Format* instruction can still des- 
troy aprotected disk. 
MOVE* source-pathname TO 
destination-pathname copies a 
fife or SCP to another file or SCP 
The source is not destroyed or 
modified, 

ERASE* pathname IN) erases 
files. TOS will ask for confirm- 
ation. The instruction will gen- 
erate an error report if the hie is 
write protected or belongs to a 
tab-protected disk, 
LET* old pathname TO new 
pathname renames a fite, dir- 
ectory or SCP. 

FORMAT* SCP-pathname 
changes the configuration of the 
SCP. The parameters are text or 
bytes, autofinefeed on or off, 
software protocol, input with 
wait baud rate, parity, and 
number of stop-bits and data- 
brts. 

OPEN#* expression 1; path- 
name, mode (expression 2) 
opens a file or SCP and assoc- 
iates a channel with it for access 
through PHI NT* and INPUT* 
statements. 



ROUNDING OFF THE SERIES 



► 



l« of all the tested drives concludes the senes ort fast stor^ 
i and provides a basis for direct comparison of all the dM 
ms ava lable to the Spectrum owner. The various featu* 
iistedJSatS anv fu ure disk or cartridge drive owi^toi^fceuph 
y SfSfSSnS*^Sm drive is particularly suited for the requi* 

aP fie°delviog into the comparison chart, it would be wi« « 

SSt tsxsSB 3 wis » 

S&££ should be made aware of the fact inat fl very lerge 
S^XmSSS^rmn^m not dedicated progr 

names software or wo rdprocessmg and database P™^'.^ 
9 Som^ Son the p.£ of drive 7^^^S^£S 
iding application programs for their sv^em^u d result m an op* 
" hat is at the moment still a fringe marfcet 



PRINT* # n; STR ; I; AT P) 
wntes characters or records to a 
file or SCP via a channel. Max- 
imum record number is 65535- 
IIMPUT*# n - VAR (;AT P| reads 
a character or record from a file 
or SCP vta a channel. 
CLOSE* # expression closes the 
open file linked to the channel 
number given by the express 
ion, 

LIST** (channel number) lists 
information of all or spectffed 
channel numbers. The inform- 
ation includes the channel num- 
ber, the channel type {fast or 
siow}, mode (input, output 
random, append), type (record 
or streaml current record ffife 
pointer position}, size ffife size in 
bytes} and number of free chan- 
nels, or if it's an SCP: mode, 
type, record length ( 7 if streaml 
baud rate (SO to 792001 data 
type (text or bytes), autoline- 
teed, XQN or XOFFand number 
of free channels. 

ERROR REPORTS; 

46 error reports, extensive and 
detailed. 

EXTRA FACILITIES: 

Two serial communication pants 
(SCP'S), baud rate adjustable 
from 50 to 19200 baud. Utility 
program provided on disk for 
operation of LPRINT and LLIST 
commands through serial port 

■At 

MANUAL: 

Excellent manual providing 
startup and introduction to new 
disk drive users followed by 
detailed description of TOS sys- 
tem and commands, directories 
and pathnames, random and 
sequential file handling and 
serral ports application with 
example programs. Appendix 
with TOS command summary, 
error reports, description of util- 
ity programs and RS232C con- 
nection details. Guidance is pro- 
vided for the programmer wish- 
ing to operate from machine 
code (detailed list of TOS rout- 



ines together with their call 
addresses) and for error 
trapping control. 

APPLICATION PROG RAMS: 

None, but selection of utility 
programs on disk including 
BACKUP (copies an entire disk), 
LOSYS (updates the TOS on 
existing disks without losing any 
data on the disk), DUMP (dis- 
plays selected file on screen in 
hexadecimal and ASCII not- 
ation) and LPRINT (provides 
LPRINT and LUST commands 
for SO column printers connect- 
ed to the serial port A). 

CRITICISM: 

No Centronics parallel port for 
low-cost BO column printers 
available. 

Extensive amount of hardware 
cluttering the desk. 

COMMENTS: 

Excellent TOS with directory 
filing structure, random and 
sequential data file handling and 
f u 1 1 SCP softwa re support 

TOS operates as BA3(C exten- 
sion with very short and un- 
complicated commands (unlike 
microdrEve commands) and 
easy access from machine code 
is possible through well docu- 
mented caM addresses. 

TOS does not use a single byte 
of the Spectrum RAM, 

MEDIA: 

3.0 inch hard cased disks in 
double density format. Price of 
media starting from £270. 

TECHNICAL SPECIFICATION; 

Number of d rives su ppo rted per 
system : 4 

Storage capacity: 160K per side 
Sector size : 1024 bytes 

TIMING: 

formatting: appro*. 31 sec 
Cataloguing: approx. 3 5sec 
Loading a screen r approx. 
5,5sec 
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INSIDE THE 
ART STUDIO 




After much eager watting, ART STUD/0 has arrived at CRASH Towers, franco Frey got his 
hands on it first and as a resuft, was tofd to write the review. Here it is . _ B 



■9 




Having ART STUDIO personally 
demonstrated by Supremo 
Without Portfolio, Bruce Everiss, 
at the last PCW show, everybody 
at CRASH towers was eagerly 
awaiting the review copy from 
OCP, Little was it known that the 
final copy was to come from 
RAINBIRD SOFTWARE, a new 
subsidiary of British Telecom 
and part of the New Information 
Services, who have now taken 
over the marketing of the 
product. The packaging has not 
been finalised, so the comments 
are directed entirely to the prog- 
ram content? which is after all of 
more importance . . . 

ART STUDIO follows the pop- 
ular trend, commercially intro- 
duced by APPLE, Of basing the 
program on a windows — icons 
— mouse — pointing -device 
concept. The main aim behind 
th is concept is to provide a prog- 
ram which is easily operated by 
the first time user with all relev- 
ant information on the screen 
and no complicated keyboard 
sequences needed to access 
commands. Commands are 
issued by simply pointing at opt- 
ions contained in screen menus. 
The pointfng device, the Icon, 
indicates by its shape the cur- 
rent instrument or mode, 

A menu bar at the top of the 
screen contains the major head- 
ings, Pointing at any of these 
causes a sub-menu to be pulled 
down (a window is overlayed). 
This contains a number of opt- 
ions, which may lead to further 
sub-menus, or cause certarn 
commands to be executed. An 
option is chosen by moving the 
cursor down the list and the 
options which highlight may be 



accessed and chosen by press- 
ing the select button ('clicking' 
an option). If the option is a com- 
ma nd„ the pulldown menu 
disappears and the arrow cursor 
Changes into an icon indicating 
the present status. Whenever it 
is moved back into the heading 
area, the cursor reverts back to 
an arrow. To remove a menu 
pulled down by mistake, the 
cursor is moved outside the sub- 
menu box and the select switch 
pressed, 

Some menu options ere 
neither commands nor sub- 
menus, but are flags or 
switches. These can be toggled 
on or off to modify the behav- 
iour of other options. The on 
state is represented by a tick, the 
off state by a cross. 

The full Spectrum screen 
occupies 24 lines r but the menu 
bar occupies 3 lines. Two boxes 
are provided in the menu bar 
containing arrows, which if 
accessed by the cursor, wifl 
scroll the screen up or down by 
u p t o th ree I ines to m ake the hid- 
den portion of the screen visible. 

ART STUDIO comes supplied 
as a master tape configured to 
produce a 'persona Used 'copy of 
ART STUDFO. which allows you 
to produce a customised version 
ready to run under your partic- 
ular hardware environment To 
install ART STUDIO, the master 
copy is loaded and run. Follow- 
ing prompts, you enter all the 
required hardware data, and the 
installing program then saves 
the 'personalised* copy of ART 
STUDIO. The data to be supplied 
for configuring defines the input 
device, the printer interface and 



printer details regarding graph- 
ics printing mode. The flexibility 
of ART STUDIO allows any dot 
matrix printer to be accommod- 
ated and if the user should not 
have any of the listed Centronics 
devices, details are given rn the 
concise manual on the three 
required machine code routines 
to control the particular 
interface. 

Despite the fact that ART 
STUDIO is configured to be run 
by first time users without the 
need to delve into long-winded 
manuals, RAINBIRD provide an 
excellent and easily digestible 
reference work, which at the 
time of the review is still in draft 
form, 

RAINBIRD make available to 
mpcrodrive and Kempston inter- 
face owners an extended OCP 
ART STUDIO at £24,95 (mail 
order only J, which includes 
Microdrive and Kempston 
Operating Systems, a screen 
compression facility and four 
extra text fonts. Owing to the 
fact that some lesser-used 
functions are stored on cartridge 
or disk as 'Overlays', the prog- 
ram has the ability to maintain a 
RAM based catalogue, which is 
displayed within the menu env- 
ironment of EXTENDED ART 
STUDIO and includes an extra 
shape, Arc, which is a fractional 
part of a circle defined by three 
points. EXTENDED ART STUDIO 
is also available as an upgrade 
for £12 inc. P&P by mail order. 

ART STUDIO is an excellent 
state-oMhe-art graphics pack- 



which speeds up the longer it is 
moved in the same direction, 
together with a sensitive micro- 
switch joystick such as the 
Flight! ink or Vottmace provide 
an excellent low cost replace- 
ment for this expensive control- 
ling device 

The only criticism that could 
be found, if one tended to be 
finnicky, is that the spray pat- 
terns should also have been 
user-definable, especially as the 
existing patterns are very inked 
and don t aHow for a fine reg- 
ulation- At E14,95 ART STUDIO 
is an excellent buy. For the more 
pecunious, the pack includes a 
mouse offer from OCP and a 
hard copy offer from DIMEN- 
SION, who will immortalise your 
favourite screen creations on a 
£1 6,000 ink-jet printer: A4 size at 
£4,95 and DELUXE (320mm k 
250m ml card mounted and 
gloss laminated at £7 95 



Product: ART STUDIO 
Producer: Rainbird Software 
Programmer: James Hufchby 

EXTENDED ART STUDIO avail- 
able by mail order from: 
Rainbird Software 
New Information Services 
Wellington House 
Up per St Martins Lane 
London WC2H SDL 

HARD COPIES available f rom : 
Dimension Graphics Ltd. 
PO BOX 444 
Buckingham MK18 5LN 



FEATURES 

* All information on screen 

• Works with keyboard and Kempston r cursor, Intarlece 2 joystiehs 

♦ AflrtX •fid K OTPjpttoft Moutw option 
4 Dot matrix printer dumps in five sJzj 

* Supports 17 Centronics and l~ 

# &ivt and low! phAm to t 

• Full control ovar attributes 

* 10 poni, 9 random sprats, 18 I 

♦ AltrJbutt orfalt 

# Undo Facility 

# Windows can bo cleared, in 
fflrrtcheJ,, filpfwd and rotated 

4 Tarturvd fill — 32 uaer-dtfinihli paCtam* induda stipples, turteh**, bricks, root titai etc 
*W*3*itevturafKlllt¥ 

# 3 level* al magnificat km with pixel edit, pan and zoom 

# TtXt — 9 character •Jia*. 2 dlrwtiemk *»iwayi r fedd 
P invert, flip, i 




4 Save and load fonts- 1c cassette 
* Lines, rectangles , triangfes, drcfaw and ravi 



age and must be the best avail- 
abfe for Spectrum owners. 
Despite the fact that the very 
structure of the program is 
based on a mouse operated sys- 
tem, the intelligent cursor, 




150 CRASH Christmas Special 1985 



\NICHE\JTECHBNICHEUTECHUNICHEL 



PRINT 

PRINT provides facilities lor hardcopy on a 
del matrix printer. Fiv4 sirtS dictated try 
^urribui □* d'Ulii u-n p&uttr M> one dot or pixel 
HI screen. Height to width scale depends 
on resolution of printef selected, ie number 
of dots per inch an a line to tins Spacing 
oicch. Two resolution* can bo accessed 
within ART STUDIO, single density and 
double density. No colour information is 
used unless grey scale dump js used, He r e 
Ito different cofoure are represented with 
Stipples of varying densi"v Grey scale 
dumps are always in a 3 * 3 siiS.The picture 
can be printed sideways, allowing bigger 
durnps. or from top to bottom, and can be 
situated left, right or in the centre. If an SO 
column printer isn't aviilible H the screen 
an be dumped to the ZX or aljphacqm 
32-cclumn printer. 




ATTRIBUTES 

ATTRIBUTES deals with the colour contra I, 
The attributes once set apply to all painting 
and dfewlrvg that is done via shapes, pens, 
brushes, fills end text. All ink and papef 
colours may be set including transparent. 
OVER and INVERSE can be toggled on or 
off. transparent sets all attributes tD trans- 
parent and STANDARD sets the attributes 
brtkutnairdefaijll values 




) 



FILL 

An.vi from the usual solid fin, art studio 

provides a TEXTURED FILL which* displays 
:i - i.-iu containing the 3Z Textures a^nl 
able, Prom which a choice has to be mede. 
All fiMs ate done in the current attribute 
settings I INVERSE and OVER does nol 
flpplyfend can be aborted with CAPS SHIFT 
and SPACE, The texture at the end of the 
first row is a null texture and" is useful for 
setting The attributes within a section of the 
screen wjthoui altering any pixel stales. 

WASH TEXTURE maps a chosen texture 
□ntc any pixels on the screen that have 
bean changed by a previous operation. 
This provides the facility of texturing out- 
lines or even text. 

Each of trie 32 textures can be edited by 
maVpngit Ihe current texture and celling the 
EDfT TEXTURE window. The new texture 
can be used by cflcMng its normal sired 





WINDOWS 



3 * ' 5 dump 
4*4 du*P 

6 K 5 duMP 

Gr*¥~icait dv*p 



'Line J Ei-f d 



FILE 

FILE features ell the commands for saving. 
' ading and verifying screen file* to and 
jm tape. The files must be either SCREEN 
files or CODE files not longer than six and 
three quarter kilobytes. Saving Will prompt 
for a file name. For loading, verifying and 
merging a file name can be specified or 
ART STUDIO can oe Instructed to load, 
verify or merge the next Me on laptj A ;ar>fi 
Pal e can be merged wlh a current screen file 
either on an OR bas*s (if the OVER switch is 
off) or on an XQR besis h'f the OVER switch 
is on}. 




PAINT 

PAINT provides access to the various 
dfewmcj tools - 

Selecting PEN displays the sixteen pens 
available. The pen sets pixels by pressing 
select or if the INVERSE switch is on r resets 
pixels je rasing function}. 

E SPRAY CANS of varying diameters 
spray a random pattern of dots on the 
screen. If the spray can is held in place, Ihe 
dots bu i Id up to a sol id disc. 

16 BRUSHES are available of various 
sizes and designs end each brush has an 
associated mask wiih it. When a brush <s 
used to paint on the screen, first the pixels 
corresponrJing to the mes* are reset, then 
the pixels rarresponding to the brush itself 
ere set. The first brush in the menu ia a null 
brush and can be used to colour an existing 
picture with new attribute settings without 
upsetting the screen pixels. 

Each of the IS brushes can ba edited- To 
edit a particular brush, it must be made the 
currenr r_ 14 , jS n The newly edited bfush can 
be used by simply pointing the cursor at ir's 
normal size image in the BRUSH EDIT 
window and pressing select. 




MAGNIFY 

Three levels of magnification are available 
wiih facilities lo edit pixels, pen an** zoom 
the current screen pert. Selecting a magnif- 
ication converts the arrow cursor into a 
magnitvinf glass which can be nos?tk>ned 
over the required screen area . Th ree modes 
of editing are provided under magnific- 
ation, SET, RESET and TOGGLE. Th* 
ATTRIBUTE menu is ave ileble directly from 
the menu be*. The area magnified can be 
sc roiled over the entire screen area by 
clicking the boxes with arrows in them, -nr 
homed try Clicking the box containing the 
linked squares. White bars between rhe 
pairs of arrow boxes indicate the relative 
position of the magnifying window to the 
whole screen. The m-agnrftcalion can be 
chenged at any lime by clicking the appro- 
priate magnification box. A grid is available 
In the X8 magnification mode with one 
square in the grid representing one pixel on 
ihe screen. This grid can be switched on or 
off from the initial Magnify menu. 



WINDOWS sets up a recta nguiar section of 
the screen marked by a dotted outline, 
upon which certain functions can be per- 
formed. 

CUT & PASTE copies the window to an- 
other area of the screen by displaying a 
duplicate dotted outline which can be 
moved aTound and set. Similarly CUT, 
CLEAR & PASTE copies the window but 
clears 1hfi rsmrcfr wini1i>w Mi.ihiplo copi<*5 
of a window can be made wtth the 
MULTIPLE swiltti on MERGE combines 
ihe copied window with (he existing screen 
contents on an OR or XOR basis depending 
on the stete of the OVER switch. 

A window can be enlarged, reduced, 
squashed or stretched by using ihe 
ft t SCALE option, which works similarly to 
Ihe normal window copy command, but 
allows the destination window to be re- 
defined in sue Th.fi function is NKTrmnHy 
useful and provides a replacement for the 
rnissing alipse functhon in SHAPES. Win- 
dows can be inverted, flipped, mirrcrod 
and rotated or just simply cleared. 





SHAPES 



SHAPES provides up la seven different 
drawing routines, namely single point, 
lines, a continuous line, rectangles, tri- 
angles, clrctes and rays. All shapes are 
drawn (in current Inx and paper cotaur^ by 
moving the cursor aboul the screen and 
pressing select to define the vertices 
Shapes can be drawn ePas^cally by setting 
the corresponding switch The shape can 
be expanded or connected on screen until 
It is the ricjht size and then fixed with the 
sei-ecl swilch. Agein similar 10 f^xl, jtie 
vertices Of Shapes can be snapped in two 
directions to coma wilhin attribute bound- 




THE BEST BACK-UP INTERFACE 
£32.95 SPEC-MATE £32.95 
automatic one touch transfer to a MICRODRIVE 
WAFER DRIVE • BETA DISC • TAPE • TAPE 
DOUBLE-SPEED • SPRINT • 



OPUS USERS CONTACT US FOR DETAILS 

1 . MAKES INDEPENDENT BACK- UPS /TRANSFERS OF ANY 
PROGRAM 

2. EXPANSION PORT INCLUDED, (you can keep SPEC MATE 
attached if you want, but you do not ha ve to} 

3. NO ADDITIONAL SOFTWARE REQUIRED- FAST DIRECT AUTO 
TRANSFER. 

4. "FREEZE" PROGRAM AT ANY POINT, (can be used as save- 
qame option) 

5. FINISHED IN SPECTRUM STYLE BLACK CASE. 

6. ADD POKES WITH EASE. 

7. CONVERT ANY PROGRAM INTO A 2 MINUTE RELIABLE 
TURBO- LOADER, 

orders to AT & Y COMPUTING LTD, 35 Villa Road, London SW9 
7NC 

information: phone 01 733 6175 or send SAE 

Fully inclusive price: £32.95 (Europe add £2 other countries add 

E4) 
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TEXT 

TEXT can to prints*] in two directions, I ft ft 
to r*gh1 ind lo-p to fcrottom, In normtl w 
E»dBWBys pri-entaliari. Three character 
widths and three- character heights prDvtda 
up to nine differo-nt %\m A bold twitch is 
provi{fed whicti prints characters twice 
with a dps- pixel shrtl All characters are 
ponied in the- currant ink and paper saltings 
] Inverse end Over applyf, and provision 11 
made to IS NAP characters into attribute 
squares in both directions, horiranlel and 
vertical, so that they occupy an exact 
amount of attribute characters. 

The FONT EDITOR enables ihe adding of 
character wis (fcnts^, There ere 96 char- 
acters in s Font Whore new Fonts can ha 
created and stored on cassette , and loaded 
into memory a* required. The W charade rs 
are displayed at the honom of the screen, 
with the current ch-aracter marked in vert- 
ical brackets. The current character and Che 
cnaF8cte*s frmmediaiely to its left and right 
ars shown in enlarged form above the font. 
Pointing lo any character in the ton! and 
pressing select makes ll the current cfien 
acter. Alternatively, the current character 
can be scrolled tti rough the entire font bv 
dicking the boxes witn arrows. The dher 
ader may than be edited by toggling the 
pixels oo or off. 

Speciaf operations can be performed by 
pulling down the CHARACTER box. Thfs 
induces deer, invert flip horizontal, flip 
vertical, rotate, ecroll rrght and scroll down. 
The same set or operations can be perform- 
ed upon ihe font ai s whole by puftlng 
down the FONT menu. The character set 
contained in Itie Spectrum's ROM can be 
loaded into ART STUDIO'S font. 

capture FONT cooies blocks of pikeis 



■£ MISCELLANEOUS 



VIEW SCREEN removes the menu bar to 
d isn lay the entire screen. 

Both grids uae arternata bright and 
norms I squares and Ce n be used to position 
details within the attribute grid to causa 
minimum clash of colours. CHANGE 
COLOUR works in conjunction with a def- 
ined WINDOW and Changes one colour Into 
another as specified in the ATTRIBUTE 
menu. Paper is the source colour and ink If 
denned ss the destination colour. The opt- 
ion then converts all occurrences of the 
source colour to the destination colour. 




&> * * ^ J % . -J v * * « * -t a 2 - 



from a defined window on the screen in the 
font and can easily be used to create user 
defined graphics. Fonts can be saved end 
loaded from cassette. Character sets creat- 
ed with ART STUDIO can be used in the 
user's own program with e simple BASIC 
routine. 




□□□ 
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PLASTIC 
POLICEMAN 



Just about every known technique has been used to 
protect Spectrum software against copying. This 
month Tech Tips looks at (and hopefully), through 
lenslok, the latest trick to reach the Spectrum market- 
place. But first, Simon Goodwin puts protection into 
perspective . . . 



Spectrum software has at ways 
.been protected to try to stop 
illegal copying. The aim. is to 
make the code run straight 
away, so that copiers can't save 
after loading. 

Many early programs were 
saved as CODE, partly to make 
them hard to copy with a normal 
SAVE command, and partly to 
give the impression that the 
program was written in machine 
code when rn fact it was prob- 
ably written in BASIC. 

CLONE ME ANOTHER 



1933 the first 




'clone' programs became avail- 
able — programs to read any 
tape into memory and dump all 
of the data back onto cassette. 
These programs hit the software 
producers hard — a cloned copy 
was as good as the original, 
having come directly from the 
computer Clones could be used 
to make any number of further 
copies, whereas tape-to -tape 
copies were inferior, and could 
only go through two or three 
generations before the hiss and 
distortion added at each step 
made further copying inn poss- 
ible 

The first response was to in^ 
crease the size of the files lo fill 
all the Spectrum's memory This 
defeated the simple copying 
programs, which were 'crowded 
out of RAM, but it made loading 
slow and created technical diffi- 
culties for the supplier, The pir- 
ates soon caught up and wrote 
programs capable of copying 
even a 48Kfile. 



Software houses retaliated by 
re-defining the way in which 
programs were stored on tape 
Spectrum files are written intwo 
parts: a fixed size header', con- 
taining the file name and other 
details like its size; and a second 
part containing the data itself. 
Clone programs use the infor- 
mation in the headerto work out 
where to store the rest of the file. 
This approach is foiled by the 
'headerless file' — a short prog- 
ram is used to load a file with no 
identifying header. Without the 
header a simple clone program 
can't copy the rest of the f He. 

Another approach was to 
encode 'extra' information on 
the tape. One simple trick was to 
record a brief period of si lane* 
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onto the tape, between one file 
and the next — this quiet mom- 
ent on the tape can be d elected 
by simple software to read the 
cassette port Most done prog- 
rams ignore gaps and pack files 
together on tape. N regal copies 
can be detected because they 
are missing, 

Ore Dk'tranics program used 
a short 'tune' at the end of the 
tape, immediately after the 
program. The sequence of notes 
was ignored by copters, since it 
did not form part of the file, but 
the program checked for it and 
crashed (pretending there had 
been a toadrng error| r if the 
notes were not present. The 
whole tune fasted for a fraction 
of a second, so rt was almost 
impossible to detect the note* 
by listening to the tape. 

ROM WAY 

These tricks worked, in the 
sense that they put off the 
majority of casual copiers, but 
there was a constant battle bet- 
ween the authors of protection 
routines and cfone programs — 
in some cases these were the 
same people! 

The root of the problem was 
the ease wfth which cassettes 
could be copied, and Sinclair 
responded by borrowi rig an idea 
from Atari. That US firm was the 
first outfit to publish computer 
games in chip form — on plug-in 
cartridges. Sinclair produced 
the Interface 2 r an adapter to 
allow the Spectrum to accept 
cartridges. 

This idea failed, for a host of 
reasons. Unlike the Atari, the 
Sjjnctmm already had a we] I 
established, reliable and fast 
cassette interface. Interface 2 
was expensive; it included a pair 
of joystick ports, but these were 
not compatible with many 
games. 

The cartridges themselves 
cost more to produce than 
tapes. They took a long time to 
manufacture and were limited to 
a 16K capacity, regardless of the 
memory of the computer, Prog- 
rams were becoming more and 
more sophisticated — few soft- 
ware houses were willing to 
shoe-horn their next mega- 
game into 16K. 

A few games were converted 
for the format but nothing new 
was launched on cartridge, 
again denying users any reason 
to buy the ROM interface, Mikro- 
Gen have recently relaunched 
the idea at a more reasonable 
price, but it seems unlikely that 
Spectrum ROM games will ever 
take over from cassettes — the 
performance improvement is 
too marginal, 

THE COMING OF 
COLOUR 

Meanwhile, trick tape schemes 
became more and more 
devious, and increasingly irrit- 
ating for the producers as well 
as the would-be copiers. Then 



Software Projects came out 
with Jef Set Witty, a game that 
used a quite different system of 
protection. 

The JSW tape is quite easy to 
copy, but there's a colour-coded 
table printed in the cassette 
inlay. When the program is load 
ecf it dispfays a row of randomly 
coloured blobs — these have to 
be matched up with the table, 
and appropriate keys must to be 
pressed before the game starts. 

The system has several snags 
— it is irritating for legitimate 
owners of the game, who have 
to go through the same rituai 
every time they want to load 
their copy . It is also a major obst- 
acle for those with poor eyesight 
or -grotty TV's. And the colour- 
coded chart turned out to be 
quite easy to copy — once the 
colours have been written as 
letters it takes less than 10 min- 
utes to copy the whole chart, 
and the job can be done .several 
times over in the course of a 
boring lesson! 

HYPER LOADS 

So software houses went back 
to tinkering with their tape 
recorders, The next step was to 
completely change the way in 
which programs are recorded, 
by re-defining the tones used to 
represent each bit of informat- 
ion on the tape. This approach 



allows programs to be loaded 
more quickly, since the tones 
can be more densely packed 
onto the tape, 

Thus the first of the so-cailed 
'Hyper- loaders' came into 
being. They have a big weak- 
ness. They are often unreliable 
— the densely-packed tape is 
more prone to the effects of 
duplication faults, and some 
early systems used high-pitched 
tones which could not be relia- 
bly reproduced by cheap tape 
pi ay era. 

Many software producers 
deli berate fy made their systems 
intolerant of uneven levels or 
background noise, in the hope of 
detecting tape-to-tape copies. 
This lead to loading problems 
for legitimate users of original 
tapes, and HyperJoads gained a 
bad name, both with retailers 
and customers. 

ENTER THE LENS 

At this point software producers 
were pretty stumped. They'd 
fiddled as much as possible with 
the two component parts of a 
software package — the tape 
and the documentation — but 
they still couldn't stop photo- 
copiers and tape-to-tape copy- 
ing. They'd tried to by-pass the 
cassette altogether, but ROM 
cartridges had failed because 
they were too expensive and 



required special equipment 
\ Interface 2}. 

What they needed was some- 
thing cheap, small (so that rt 
would fft into a cassette box) and 
hard to copy. Unlike Sinclair 
ROMs,, it must work with the 
standard equipment possessed 
by every Spectrum user Elec- 
tronics was out — tape scram- 
bler 'dongles r , ROMs and so 
forth are expensive and hard to 
manufacture in bulk. The solu- 
tion was to use the only part of 
the system that had not yet been 
harnessed against illegal copy- 
ing— the TV set. 

TV's and micros both work by 
displaying a pattern of small 
dots which look like pictures, or 
text, when viewed from a dist- 
ance. The first diagram shows 
the way a letter A might be 
represented as a pattern of dots. 

A DISTORTED VIEW 

Wedge-shaped transparent 
plastic prisms can be used to 
deflect light. Take the pattern of 
dots in the figure A, in diagram 
one. ffyou lookaia seme pattern 
through a group of narrow 
prisms, the columns can be 
swapped around — as light 
passes through the arrange- 
ment of prisms, the order of col- 
umns can be scrambled H so that 
they don't form a pattern repres- 
enting a recognisable character. 



UNBELIEVABLE ! 



OF YOUR 
WITH 



INTE 



THE IMPOSSIBLE HAS BEEN DONE 



Y« it's true thrc 



rrve. 



new per iplwal w\\\ trawef every progr mm available on to microdrive Y« 

Yet, br lie-w rt or not, it w 50 t«y to ute thac we at* (raining our pn cat fCliwf to use rt Any- 
tapabre of taking and ^inq a BASIC pragrjn, can irmto realty awkward pmgr*™ to m.crci- 



• Comltr* of hardware and loftwar* 
I loftware on rnlcrodrltr* cartridge | . 

• Trarwf art aij progran 
tomrcrodrfve. 

• Very, vwy, ««ytou». {if cUw 
do It we're lure you can.) 



Trade *nd distributor ft>x}uirirs 
invited. U.K. and owe mm 




IF YOU HAVE A MCROM rVE YOU WWJfT HAVE INTERFACE Ml 
ONLY £39-95 inc. P&P 



Thr srtwaw can br suppled on 
casscti* for sape uwri 



This proauCT 11 in e crais at ir« Own 



ah p'Hn includ* (»([« *mf vat li-nd t hrqur 

l- m i .11 H i - ct ( r ,- ,si I L .irri No C UMlif £ -riT .irtfrr * 

cil rjddtlft ki-rtrbrti T* riOtr Cnrjuinei Wfil tiftttf twq 
pr*n Wtfi+rf **nCi pmr A% MlMfir'Iftf OuHiPrdr 
tiiiupr tS DO t(\* ,h in*.) isr.fi-i v t tfw .t- iir- 



MICRO CENTRE MICRO CENTRE 



BRFDGE SriTEET FVESHAM 
I f I DlBCi I 



i JS4j PLfTiMonE rroAr? 
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Diagram One 



Diagram Two 
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See diagram two. 

The columns are always 
swapped in the same sequence 
by a given group of prisms, or 
lens't so it follows that a iens 
used to scramble the dots which 
make up a letter can be used to 
un-scramble a pattern of dots 
produced by swapping the col- 
umns in a letter, providing those 
columns have been swapped 
round appropriately. This is 
shown in the third diagram. 

This principle forms the basis 
of Lenslok, an optical 'key' 
invented by a new firm called 
ASAP Developments. (Indeed, 
the diagrams used here are 
taken from their brochure — 
with thanks.) Lenslok is used on 
new Spectrum programs like 
Elite, Interestingly, Firebird also 
use heederiess files in Finn. 
which will make Microdrive 
owners legitimately angry — yet 
again they have to resort to sub- 
terfuge to get their games to 
load onto Microdrive, One 
would have thought that 
Lenslok protected their Micro- 
drive copies just, as well as their 
cassette. Perhaps this 'belt and 
braces' approach is a sign that 
Lenslok has weaknesses . . . 

WORKED EXAMPLE 

Anyhow, Elite displays a scram- 
bled pattern when it is first 
loaded. If you look at the pattern 
through the lens you see two 
characters, and you have ten 
seconds to type them at the key- 
board. If you've not got the len$ 
all you see is a jumble of dots If 
you can't type the correct Char- 
acters within three trys — and 
there are hundreds of possib- 
ilities—the computer resets end 
you have to re- load the program 
before you can try again. 

Two characters are used, 
rather than one, since this 
makes it much harder to guess 
the correct code — there are 
more possibilities and the col- 
umns which make up the two 
characters can be inter-mingled. 
Some columns on the screen are 
not visible through the lens at 
all, so it is difficult to recognise 
the patterns by eye, especially 
wh^n you only get ten seconds 
to think about it! Diagram four 
shows the way that two char- 
acters can be muddied together. 

There are millions of possible 
scrambling' patterns, so that a 
different scrambling routine, 
and hence a different lens r can 
used for every program, ffs no 
good trying to use the lens 
supplied with Elite xo get started 
with Digital Integration's Toma- 
hawk, for instance MM 

The lenses can be moulded in 
one piece from polystyrene (like 

Earts for model kits) so they can 
e economically produced in 
small numbers (but not on the 
kitchen table); a few thousand 
lenses cost less than 20p each. 
Each lens comes in a holder 
which fits inside a cassette box 
— there are even holes for the 
prongs which hold the cassette 



However, display units vary 
enormously — the rich and 
famous have crystal clear mon- 
itors, some people have old 26 
inch tellies, some use black and 
white portables and so on. Lens- 
lok has to cope with every poss- 
ible variation, with the exception 
of Uncle Sir dive's Microvision r 
which luckily doesn't have an 
aerial socket! 

The answer is to let you scale 
down the display to suityourTV, 
The Lenslok software displays a 
pattern which can be expanded 
or contracted to match the width 
of the lens holder. In theory, the 
computer can use this to work 
out the size of your telly r and 
hence the width of each column 
in the scrambled pattern — the 
bigger your TV r the less dots 
there will be in each column, 
since the disptay must be the 
same physicaf size on any set if 
the lens is to work. 

I say 'in theory'* because f 
found that in the case of £//?e,the 
lens worked best when the 
pattern was set up rather wider 
than the iens holder; but this 
wasn't too much trouble since, 
like most people, I treat instruc- 
tions with healthy scepticism! 
As part of the set up routine, the 
computer displays the pattern 
for the letters "OK" as you 
expand or contract the display, 
so it is easy enough to set the 
right size by eye. 

There are a few pitfalls for the 
unwary; the lenses don't work 
unless you look directly into 
them, so you can't use them 
properly if your TV is on the floor 
or on a high shelf. They don't 
work if you've got both eyes 
open, and they have to be lined 
up quite carefully to avoid dis- 
tortion of the image. 

That said, Lenslok is a major 
step forward in the Spectrum 
softwa re ma r ket, beca use it is a n 
effective way to dissuade tape^ 
to-tape copiers. It remains to be 
seen whether or not Lenslok will 
make a major difference to the 
amount of copying that goes on 
— Elite is not much fun without 
the instructions anyway — but if 
it does, that's good news for 
everyone that buys software. 

Micro software is becoming 
more and more sophisticated 
and development costs are 
going up and up. Some of the 
Best ideas never make their wav 
into code because they would 
cost more to develop than could 
be recouped from sales — if the 
pirates take their cut. Effective 
software protection, at a low 
cost, ought to bring down the 
price of top software, it could 
also encourage software houses 
to produce some of the special 
purpose programs which never 
see the light of day at the 
moment. 

Don't turn a blind eye to 
Lenslok! 



Further details on the Lenslok 
system can be obtained from 
ASAP Developments Ltd r 65 
Viaduct, London, EC^ 
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Are You Taking Your Spectrum Seriously? 



Your Sinclair Spectrum 
is a powerful computer, 
not just a games 
console, Oxford 
Computer Publishing 
unleash that power to 
make your Spectrum 
useful and help you 
perform important rasks. 
The Manager series of 
business programs has 
thousands of satisfied 
customers over the last 
three years, Your 
Spectrum can do jobs 
norma fly assocfated 
with business computers 
many times the price. 
The Utilities were written 
to create our own 
application software 
They are offered to you 



BUSINESS PROGRAMS 

ADDRESS MANAGER 

A professional address, filing and retrieval 
system, with Tull screen editing. Stores up to 
350 addresses on cassette and up to 6000 
addresses on floppy disk, (in separate files) 
32 column format - £8.95 n AO column 
format - £19.95 n NEW K-DOS tape/disk 
cassette -£29 95 C SP-DOS floppy dtek - 
£29.95 □ K 

FINANCE MANAGE* 

Stores and reviews practically all business 
and domestic accounts. Completely menu 
driven for ease of use Stores up to 260 names 
on cassette and up to 6000 on floppy disk. [In 
separate files) 32 column format - £8.95 n AO 
column tomnaf - £19,95 1~ NEW K-DOS tape/ 
^cassette - £29.95 □ SP-DOS floppy disk ~ 

STOCK MANAGER 

Features hill Invoicing, sates totals price 
I Iste a nd recorder req ulrenrvents and 
comprehensive Master FlFe with full 
breakdown of stock and VAT Stores up to 600 
product lines on cassette and up to 6000 on- 
floppy disk. SO column format - £19.95 n 
NEW K-DOS tape/disk cassette - £29,95r| SP- 
DOS floppy disk - £29.95 □ 
VAT MANAGER 

Will check gross and nett values of a 
period's sales plus exempt totals and up to 8 
dosses of transaction e.g. standard rate, 
Import/eaporteic- Calculates VAT paid and 
received and hence the nett tax payable 
receivable. 

32 column format - £8.95 n 80 column 
format- £19.95 p NEW K-DOs tape/disk 
I ?o of Pr £29 « □ SP-DOS floppy disk - 

if£. V.V D | 




WORD MANAGER 

This word processor has 
been designed to* 

user friendliness". The following features 
should particularly appeal to users or the 

Tasword II" program, with which It Is text 
compatible. The software Includes an 
address Filing supplement with screen ed I Hng . 
Extra features include; 

* Simple "single keystroke" insertion 
facility. 

* The conor can be moved on to start a 
new paragraph by a single keystroke. 
TAB key at&o availably 

* The program works with cassette iope s 
SlnololrMlcrodrlve p Opu* and other disk 
(yitems. 

* Texts can be printed oil! on any line 
length up to 12* characters, 

+ Text blocks of any length can be 
transposed, copied or deleted. 

* Hie OCR program can print out text while 
another is being written or edited. 

The Word Manager - £12.95 □ 
Disk Versions - £1M □ 

UTILITIES 

MASTER TOOL KIT 

This versatile proQrom gives you a re- 
number feature, siring -search, a real time 
clock, a graphics generator and alarm plus 
many other features ihoTII change your 
Spectrum fnto a 'full spec- rnachTne'. 
Master Tool Kit- £9.95 □ 
RILL SCREEN EDiTOR ASSEMBLER 

An essential tool for writing Machine Code 
whether vou're a beginner or an expert. 
Includes full screen Input, comprehensive 
documentation, sophisticated expression 



H you would like a copy of our full colour detailed catalogue - pfease tick box. [ 



Home . 



Address 



Please make deques posful cwdors payable to 
OCPUd 

Cheque. , t i O Number 

Access Barcloycand number 

(please delete] 



as proven reliable 
programs that have 
stood the test of our own 
usage and become 
industry standards. 
The classical games are 
realistic simulations of 
proven widely played 
"real" games. 

See your local dealer 
or order direct by 
indicating ihe items 
required, by ticking 
boxes, complete the 
coupon and return the 
advertisement. 
Alternatively, phone the 
OCP Hotline on (07531 
886666, stating your 
Access or Barclaycard 
Number. 



evaluator, SNAKE demonstration mode, extra 
micro drive facility etc Ft also drives 32 and 

caKrtte™ Plif1ler ln * 0rtaces from me same 
Full Screen Editor/ Assembler - £12.95 1 I NEW 
K-DOS tope disk cassette - £29.95 P SP-DOS 
ffoppy disk- £29.95 □ 

MACHINE CODE TEST TOOL 

Test and Display Machine Code 
instructions as they're wrttten. This versatile 
program can co-reside rn yourSpecltvim with 
the Full Screen Editor/Assembler to provide c 
complete Machine Code environment. 
Features Hex: Decimal conversion routine 
character generator, etc eJc 
Machine Code Test Tool - £9.95 □ 
GAMES 



The ultimata chess challenge. 6 levels of 
play, Blitz 1 chess, printer outpuf, plus real flme 
clock and alarm Chess-fhe-Turk - £5.95 □ 
CASINO ROYAL 

Two way program featuring Roulette and 
Pontoon You're allocated money to win - ot 
lose - a forty r>e. Plug in Micro$peech adds 
realism and both gomes are ftilly explained 
ttvough a comprehensive on-screen menu 
Casl no Ro ya I □ 

VIDEO POOL 

All the fun and challenge of pool at your 
fingertips. 1 or 2 people play using joysticks 
or keyboard. Esculent graphics, sound and 
colour add to the game's reality 
Video Poof-£5.95 [Not Microdrive 
compatiblejQ 

Please send your order to: 
Oscford Computer Publishing Limited 
77a PackhorseJ?oaef 
Gerrards Cross Buck, SL9 8PQ 



Arrounl poyo&le£_ 




In Ihe r 
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rWIN SIR CLIVE'S 
BIOGRAPHY AND HALF A 
LIBRARY'S WORTH OF 
SPECTRUM BOOKS 



In the DUCKWORTH'S 
Bookworm and Software 
Competition 



The people at Duckworths, pub- 
lishers of Rodney Dale's biog- 
raphy of Sir Clive Sinclair, are 
going to give si* lucky CRASH 
readers plenty to read in 1986. 
Rodney Dale was one of the 
founder members of Cambridge 
Consultants, and has been 
associated with Sir Clive for over 
twenty years. Now he's drawn 
on a wealth of personal exper- 
ience (and some of the Sinclair 
Research Files) to write a fasc- 
inating biography of the man 
behind the British home conv 
outer market. Appearing as a 
hardback book, The Sinclair 
Story should provide a good 
read for any Spectrum owner. 

Next issue, we'll be running a 
full review of the book — our 
Reviewing Minion has already 
read it, rind is well impressed. By 
way of , littlR taster we are able 
to offer six copies of The Sinclair 
Story as part of a Duckworth's 
Prize Package. A/so in the terge 
parcel of books the Six winners 
wifi receive in due course, are 
the following Duckworths titles: 
Exploring Adventures on the 
Spectrum (including the cass- 
ette, which allows you to load 
the example programs straight 
into your computer without lots 
of typing \n\; My Spectrum 
Computer and Me: The Spec- 
trum Adventurer: Spectrum 
Graphics and Spectrum Prog- 
rams. More than enough 
reading material to get your 
brain going. To add to the prize, 
there's also a couple of pieces of 
software: Tycoon and Poker 
from the folks at Ducksoft. 



Sir Clive has been responsible 
for a number of innovative prod- 
ucts. Hes not just a computer 
man, you know. He first made 
his name selling construction 
kits mail order to electronics 
buffs, and was the brains behind 
a range of tinyfied products such 
as the Micrometic mini-radio, 
pocket calculators, the Black 
Watch and HiFi separates — all 
before he got involved in com- 
puters. 

What we want you to do, is 
apply your inventive brain to 
dreaming up a new product for 
Sir Clive. You can leave the 
computer side of things to his 
development engineers — we 
don't want any MORE specu- 
lation on the 128K Spectrum, or 
Spectrum Portables or anything 
like that And we can probably 
su rvive without any C5, C6 or Cl 

E" ^kes, too. No, what we want is a 
rand new product (probably 
something tiny, and to do with 
elecktrickery to be true to form) 
that Sir Clive might launch 
during 1986. 

Get your thinking caps on, and 
come up with a product design. 
You can draw your New 
Doobrie, or just write about it — 
or pop a prototype in the post if 
you like. 

Whatever you decide to do. 
get your entry in to THE 
SINCLAIR STORY, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYS 
IDS to arrive by 30th January, 
when the great Sinclair New 
Invention Cornp will be judged 
by a specially selected panel of 
CRASH Minions. 
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IN WHICH YOUR COMPETITION MINION STRUGGLES WITHOUT HIS ALPHABETISER 



Another year comes quietly to a close, and casting an eye over the 
comp^rtions I've arranged for you ungrateful lot to enter over the 
Chris mas hols I'm left dreading the 30th January, it's going to be 
another thirty- six hour stint, locked away in the broom cupboard 
w rth nothing to keep me tornpa ny but a letter o pene r a nd foo k es a nd 
boxes of comp entries and a broken afrphabetiser for company 
[that s why you're going to have to took a bit harder this time, to see 
if you ve one a prize). 

Still, I should have learnt by now, that you lot aren't interested in 
my problems. It's prizes, prizes, prizes all the time as far as you're 
concerned. Not even a Chnssy card for your faithful minion, I know. 
Can t afford the stamp — need it for my competition entries" * hear 
you cry. Hah! 

Oh w«H f on with the results, You may notice that the SCQOBY 
SMACK comp results aren't included this issue Dont fret - there 
were just soooo many good entries that judging was still going on 
while the Art Dept were screaming for this bit of typesetting so they 
could finish the Christmas Special and go home for m 
Turkey and Pud. February Issue, without fail. Promise. 



JUGGERNA UT COMPETITION 



Well well. There's a lot of CB 
own ing CRASH readers out 
there in the great wide world 
Lots and Lots of entries, and 
most of them correct. KERRY 
BOSTOCK of Highfield Drive 
CH7 2AL was the first person to 
pass under my scrutionous 
(sounds nasty, doesn't it?} nose 
A Video of the fiJm CONVOY will 
be on its way to you, as well as a 
copy of the game. 

And you lot listed here, 
haven't got too much to moan 
about. Copies of Jugg&matrtQn 
their way to you, too. Toodte 
Ooo? 



A Nonymous, Burnaston Road, 
B28 SDH Caroline Pettit, 
Hawthorn Way, CBS 9X2 Neif 
Woocf, Scholfield Road, 
Coventry Marc James, Main 
Street, LE12 5PE Catherine 
Shaw, Simons Close, SKI 3 9NE 
Davfd Ainsworth Brockhoies 
Crescent FY6 SHU P BuJlough 



Meadow Drive HR4 7EF Richard 
Butterfield Gold Street 
Yorkshire M Collins Ermm Street 
GL3 4HW C Crane Constance 
Avenue ST4 8TE Matthew 
Denton Dothans Close Bedford- 
shire Derek Flint The Gardens 
DE5 8JW J Gillingham Newman 
Road EX4 1PH J Harvey Sawley 
Road DE7 3EF S Holland ftother- 
sthorpe Road IMN4 9HY A 
Huimes Mayfield Road WAT 5 
7SZ C Jackson Causeway PE21 
7AR J Jackson Pirrehurst Road 
SN2 1QF C Johnston Ffeidway 
Crescent Isle Of Wight Jason 
Lofthouse Herbert Street BB12 
8RH B Learoyd Wellstooe 
Avenue L 1 3 4EH G Moore Lowrrr 
Street GL5 2 NT J Morrison 
Gopher Avenue G71 6HR R G 
Smkh Lichfield Drive 1119 BAP J 
Stevenson Roth ley Way NE6 
3EW P Talbot Head Fend Avenue 
DN2? bAB Lydon Tymins 
Glads rone Street B71 1ET 
Andrew Mason WoodSand Way, 
S05 9HE 



MAC MILL AN 
FOOTiE COMP 



D I Harris, of Gainsborough 
Drive WV6 7NR is the lucky 
person whose entry was the first 
correct one out of the football 
competition boK, A trip out in 
due course for him or her and a 
copy of MacMi Han's World Cup 
Soccer for the rest of you listed 
here: 

D Robertson Moulsham Drive 
CM2 BOA J Rolph Penrhyn Road 
Far Cotton NN9 4EE C Mil 
H omens Rippon Way AL4 9AJ M 
Richardson Earlescourt HU6 
BBD P Newton Sandringhum 
Crescent East Herrington Tyne 
& Wear AM MiHett Beaufort 
Road Frampton Cotter ell BS17 
2AD J.R Bartiett Irsley Gardens 
GL3 3AU C Stefan uti Nether Hall 
Road BD17 6QD N Knowles 
Winstree Road CMO SET A Hig- 

Rott BedonweN Road DA7 SPW 
Nicholson East Street M34 
SBX C Midghall Irwell Birch 
Green WN8 6JZ R Young Jubilee 
Road BS23 3 AW P Redirtgton 
Martin Grove SM4 5 AJ J Hoar 
Foster Road CM9 8PZ J.D.S. 
Carvaiho Rue Guerra Junqueiro 
Cormbr 4 Portugal DA 
Stevenson Broad Walk SE3 8NE 
C Moss Godmans Lane C06 1NE 
J Witson Angle Terrace NE2B 
7BQ 5 Stephenson Heugh Road 
NEB6 3TJ S North wood Hazel- 
wells Road Shropshire P 
Sennett Yeading Lane UB4 OEN 
S Moore St Richards Drive West 
Sussex M Jenkins Walton Road 
KT8 OHZ A Taylor Manor Hell 
Road BP44 4ND A.G Pratt 
Holherry Gardens S10 2FR J 
Short Ty Perllan LL3G 9NF M 
Bullock The Greenwey HP10 
SBX R Whrttington School Lane 



WN§ 0T1 N Brown lee Winston 
Place TD1 2EL M Bell Shore 
Road BT22 2RP KTennent Argyll 
Road Scotland G Duncan Scot- 
land Drive KY12 7TW S Mahlane 
Hastings Road Nil ZRJ M 
Franks Ladywood Road West 
Midlands R Judd Croxdale 
Terrace NET OHR N Grantham 
Irving Road CV1 2AX I Ains- 
worth Brock holes Crescent FY6 
8HU W Kingsberry HoJywood 
Road BT4 2PA A Stevens Badger 
Road S13 7TX S Houlet Sum- 
merlands Park Drive TA19 9BW I 
Muir Crofthead Drive CramNng- 
ton Northumberland M Kilner 
Heathcote Avenue ALIO ORH M 
Aldrkfge Greenfern Avenue SL1 
6AQ K Greener Featherstone 
DH3 4MB G Webster Church 
Road WA1 1 BQH S Hogan Green 
Acre NGB 4DT P Tabor Fairview 
Grove WVtl TBZ P Sheppard 
AtetoneLaneGLSIBJA 

DALEY'S 

SUPERTEST 

RESULTS 

Mright, smart ibootstes, OTWar 
an' all! Just you play Minion's 
Revenge this issue That'll teach 



you. ?rfty copies of Dsfey 
Thompson's Supertest go wing- 
ing off to the following persons: 

N M ftobinson Marks Rnari RM7 
7AF A Huimes Mayfield Road 
WA15 7SZ F Wedge Newhall 
Street WS11 IAD G T&ylor 
Hartlebury Way GLS2 6YB C 
Roberts Swanmere Park SY12 
OISJA H Evans Wennington Road 
PR9 7TN I King Foxyard Road 
DY4 BBH J Bfakeston Sydney 
Grange HU3 3SL J Prior SutJej 
Road 5E7 7DB M Hanney St. 
Benedict Crescent CF4 4DQ S 
Sow run Me r den Avenue S05 
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WINNERS WINNERS WINNERS^ 



1EJ J Gomez St Johns Avenue 
NW10 4EE F Oattes Burg 
mostermanslaan 77 5737 The 
Netherlands R Srady Edward 
Road ftM6 6UH T Hardman 
Walter Street WA1 3TE T Barber 
Lingswood Park NN3 4TB The 
Occupier Kings wood Road IQ3 
8UB D Saunders Station Road 
S63 7DG D Gray The Broadway 
DY1 3EH J Gott Bracken Bank 
Grove BD22 7BG D Maytum 
Mortimer Road BM8 9HP A 
Young Lothian Drive EH22 4€Z K 
Enticott CH3 7BA R King 
Dun mo re Street G63 OTX H 
Knowles Winstree Road CMO 
SET R Norfolk Grays Close ST7 
3LU J Sims Laburnum Road UB3 
4JY J Aron Bmntwood Lane SK8 
1 US I Biliingham Meredith Road 
Sedgiey J.G O'Brien Tarn worth 
LaneCR4 1DH R Rock St . Hughes 
Avenue HP13 7TZ M Bodqer 
Great Cambridge Road EN1 4DB 
P Reding ton Martin Grove SM4 
5AJ C Smith Southcoates 
Avenue HU9 4PP M Sayer 
Stiencroft Road LS25 5 AX A Cop 
Archers Ride Herts A Higgott 
Bedonwtfll Road DA7 5PW D 
Grftz Cairn Court FY4 200 M 
Reeve Inverness Road N18 2EE 
A J Fairbeirn Red Lonning CA2B 
5XF B Connelly Hilton Road G64 
3EB G Pugh Ascot Close CF5 5BE 
D Shiach Dailuaine Terrace AB3 
9PX C Brown Hafod Las Pen coed 
CF35 5NB A Madeod Macau fay 
Road PA87 2HB J Woodali 
Staveley Road HU9 4UA P 
Orrock Pullgr Terrace PH 1 2QF N 
Wilson Weekites GU7 2DB S 
Li Hey Raynham Crescent BD21 



2TP B Gavin Uppingham Road 
LE54DP 




CRASH QUIZ 
(ROBERT LEEDH AM 
COMP) 

Very nearly slipped through the 
M i n io n 's Fi nely cast net th is one. 
The CRASH Towers mice have 
been eating it. Three people can 
thank Robert Leedham for 
helping them win a T Shirt and 
!425-worth of software. They 
are: Stephen Rutherford. 
Robsland Avenue, KA7 2RWj 
Colin Mather, Carlisle Close, 
Dunstable, Beds and Martin 
Wakely, Orson Leys, CV22 5RF 



Three more people should be 
nearly-as-grateful to Uncle 
Robert, as they win a T Shirt 
each, thanks to his Quiz: N 



Hewitt, Northmoor Way, BN20, 
4EG Harry Maton r Lesfie Park 
Road, CRO 6TN and J A Mor^ 
rison, Sceptre St, NE46PR 




WALLY QUESTIONNAIRE WINNERS 



At last we've collated the results 
from the Wally Questionnaire 
wot was sat a while ago. Lack of 
space prevented a smidgeon of 
the findings finding their way 
into this issue, but 1986 is going 
to be a whole new year. A trio of 
Wallies will start the year with a 
new CRASH T shirt and CRASH 
h at each . Th ey a re : Jon St e wa rt r 



Roseenne Archenfield Road, 
HR9 SAY; Tom Haigh, NewhaM 
Lodge, B76 8PH and Mark 
Oldham, Braitray Drive, M24 
3 WW 

And that's all for this year. Have 
a lucky 19861 



ADVENTURE CHART WRITE-IN COUPON 



Please use block capitals and write clearly! 
NJ-Qjne ..I.. + LJ. j. ....... 



My top five programs are: 



TITLE 



VOTE OUT OF TEN 



postcode 



Send your coupon to; CRASH ADVENTURE TRAIL, PO BOX 10, 
"V.SHROP- 



LUDLOW, 



10 PS HI RE SYS tDB 



_J 



CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 
Please use block capitals and write clearly! are: 



Name TITLE 

1 



PRODUCER 



Address 



Postcode 3 



I Send your coupon to: CRASH HOTLINE, PO BOX 10, . 
I LUDLOW, SHROPSHIRE SY8 1DB _ 



1 58 CRASH Christmas Sped all 985 




NEW SUPER SILVER FOR SPECTRUM 
304 CHIMERA 311 THUNDERBIRDS 

308 WILLOW PATTERN 315 CHIC KIN CHASE 




UJMLOAOOI 

Pleas* state nBme or game, c«*e number and quantity roqutfatf EnclGM crossed 
ChequB^O miide payable ip FlREBFRD SOFPA^AfiE All rjffar& aie Sublet la 5^ 
ability Orders are d^jMlcfwd promptly All prrcss intf gjlrt or Wand DOSlaae 
MAIL OflWR; TOdPOST FMEBlftD. ^ 
WELLINGTON HOUSE, 
UPP£B ST HAPTEN'S' UANEL 
LOMMW VVC2H 9 BR ^ ™,« 



48K Spectrum 



chRonicLes of the Un6 of puRLiqht 
1 . & pReluoe. the Light Revealeo 




By bo j anqeBORQ 

(author of The Artist") 
"Maybe the game of the year!" 

Your Specfrurn. November 19S5 

— ; one of *h© most sophisticated games the Spectrum has ever seen/ 1 
il . , * one of the ten best programs ever made for the Spectrum." 

Popular Compiling Weekly, Oclober i$B5. 

11 . ■ . the best arcade adventure of the year," 

Your Spec«rum. November 19B5 




12/13 Henrietta Street, Covent Garden, London WC2E 8LH Tel: 01-240 1422/7877 Telex 892379 
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DEREK BREWSTER'S 




YOUNG AND INNOCENT 

(Daddy, What was 
the future like?) 



T IS ALWAYS a difficult task summing up a year in 
home computing. Even more difficult is to try and 
predict what the coming twelve months might 
unleash upon us. I say unleash because whatever 
e he m i oh t be sa id a bout the ho me ga mes world, it is 
never dull; the competition is ruthless, and it is 
peopled by the sort of mathematical genius who is 
past his mental zenith at the age of twenty-five 
years, give or take a few rni H ion brain cells. 
The Dress and media are at a loss to explain why Britain, a rather 
insignificant and petty nation, should concern Itself with such an 
exciting and blatantly intellectual pastime. After ell isn't this a 
country in decline, a divided natron where the people who read the 
lightweight newspapers await an answer to all the prgblems white 
the People who read the heavyweights are struggling hopelessly 
with the economic conundrums of interest rates and exchange rates 
Perhaps it s time to start thinking straight and doing things which 
come rather more easily to nations not so schizophrenic Buying 
your own country's goods isn't a bad start 

I remember when I was at school, and it wasn't all that long ago, 
much time in geography lessons would be spent learning about the 
manufacturing base of the British Isles. In Lancashire they had the 
cotton industry, in the coalfields of the Midlands and North they had 
stee I .while i n the mou nta i n s that d rvided th ese a rea s you had hy d ro- 
u c « r ! c P° wer ' sh G*P' »nd mineral mines. I'd give away a whole 
shelf-load of silly pencil-top gonkato sit In such a geography lesson 
now ( ju st h ow ma ny d i ffer ent breeds of sheep a re the re}? 

The House of Lords, by far the most coherent chamber as, despite 
the participants' ages, they are not honour-bound by political 
allegiance, stated Britain shnufd look to the new technologies as 
herein lies the next revolution, Couldn't agree more. And so it would 
seem to be with the public who went out and bought the Sinclair 
Computers despite much in the press about the unreliability of the 
machines. Much was made of the lack of sound when everyone 
knew full well that Sinclair's oornpetitors were caught in the no 
man s land between beeps and buzzes and thefuH-bodied melodies 
u s V n t n 0Sizer t The truth is the sound on these machines grinds 
after a short time and the demure bleeps of the Spectrum come as a 
blessed relief- 

1 read a local paper recently that put forward the reasons behind 
buying a microcomputer this Christmas. Quite rightly some of the 
points they raised included amount of software available, price, and 
whether little Johnny's friends had the micro. It was curious to find 
the article extolling the BBC computer over the Spectrum, Let me put 
this as bluntly as T can. The Spectrum microcomputer is a brilliant 
device both for learning BASIC etc, and for playing games. I own, or 
have owned, an Atari, a BBC, an Amstrad, and a C64 and all have 
some major flaw in design, screen layout add-on capability or 



available memory. What is more, the Spectrum was quite merrily 
computing away long before the others and so has a quantity and 
breadth (and availability) of software which leaves the others 
looking nice in the ah ops. 

As for the QL, yes, the microdrives are unreliable, but we live in 
times where rapidiy-developing technology must be offered at an 
llw£*? bl £ pnce ' and who WOuid begrudge Clive Sinclair when 
NASAs budgetry constraints had DJY men throughout the world 
laughing at some tiles which just wouldn't stick 

And it's no use laughing at the C5 while you pollute the 
atmosphere in your heap of rusting junk whose technology has 
changed httle since its inception. Arthur C Clarke's (and Daddy's} 
visions of the future, with the printless world, gigantic space 
colonies, and the kind of mentality that goes with them, may not ever 
be quite as anticipated, but there is no need for the cynical techno- 
tear as displayed in such media mishmashes as Tomorrow's World 
and Micro Live. I suggest the first person who had the ludicrous idea 
ot making technology more palatable in this dreadful manner go and 
write some tech no-fear soap operas and leave the task to someone 
who j s prepared to deal with the facts sensibly and reliably 
Admittedly, this would remove any chance of political tampering 
with the facts, but it is a political reality that the newtechnologiesare 
coming whether we like it or not. Any nation wh ich actually gets to 
gnps with the technology as opposed to the 'subject for discussion 
will reap the undoubted rewards, 

1985 was notable for the demise of MSX, MSX was a good idea 
making a range of machines between which software was fully 
compatible. The only problem was, there was already a great deal of 
compatibility between the Spectrums that everyone was buying in 
droves. The Spectrum has, and will fast longer than either myself or 
other commentators thought possible. 

This year was notabie for the escalation in the tie-in battles with 
major film titles such as Gremlins, flambo, View to a Kill and Never 
Ending Story gracing the computer store shelves. The advantage to 
these deals is the recognition a product gets through the public's 
familiarity with the concept and storyline. TV tie ins can be even 
more effective in terms of public awareness of the product. These 
thoughts lead me on to an area which, to me, has really made itself 
plain over the last year, 

Theperceivabie age of the home games playing market seems to 
nave dropped steadily down through the teens to the point where 
anythmg beyond a platform game is seriously questioned in terms 
of its likely viability in the market place. There's nothing inherently 
wrong or worrying about the spectre of a carry-cot Spectrum 
attachment with that all important fire button within reach of tiny 
hands, rt a just that one shudders to think what popular music there 
would be right now if it wasn't for the older listeners pulling the 
whole standard of music up by its bootstraps. It is my guess that if 
the reading age of Sounds and IMME fell by a few years those who on 
paper, wouid benefit by such a fall would loose interest in the whole 
ostensibly uplifting exercise. 

And ail this brings me back to adventuring (believe it or not) The 
demise of the intelligent, text-only, adventure epitomised by Level 
BsSnowto/tand mourned in SIGNPOST, is a part of this lowering of 
the intellectually exacting nature of computer games. In a nutshell 
programs have become simpler. Utilities such as the Qui/f and 
fflustrator will continue to figure prominently in adventuring, and it 
doesn t take much of a jump to realise that they wiil be more 
important in all games' design in the near future. In America the 
computer games market is older because the machines Americans 
own are larger and more expensive, and more useful to the whole 
household. In Britain home computers are toys It remains to be seen 
whether the market is going for the gutter or searching for the stars. 
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SWORDS 
AND SO- 
RCERY 



Producer; PSS 
Price: £9 + 95 

Language: machine code 
Author: Mike Simpson 



Some games are big because of 
large budoets, others because of 
large and prominent advertis- 
ing. And some games are big 
because they attempt some- 
thing new, and advance the 
limits of programming just that 
bit further. Swortfs &nd Sorcery 
is one of the games which has 
earned a reputation solely on 
the length of tfmeand concerted 
effort expended on its comple- 
tion. As with all ambitious pro- 
gramming efforts the date of 
completion was put back time 
and time again — but it hasn't 
surfaced at such a bad time, 
being in sight of Christmas and 
those long winter evenings. 

Recently, complicated games 
haven't been given the recep- 
tion which was their due in the 
early days of home computing. I 
think the reasons behind this are 
twofold. The first reason is the 



way in which the home com- 
puter games market is becom- 
ing both broader and shallower 
as if the bubbling cauldron of 
energy and ideas that was this 
industry had run its course and 
now lines up with all the other 
consumables, stuck in the mud 
of a silted up estuary. Reason 
two is the average age of games 
players which has fallen right 
down through the teens to the 
point where anything greater 
than keeping a fire button 
depressed for five minutes is 
thought educationally over- 
demanding. Now you might 
think, wouldn't all this be better 
placed in an editorial (and 
indeed, since I haven't written 
this month's, these very words 
could reappear there yet) end 
not in a review. Well, if this game 
does not recoup in chart success 
all the man hours put into it this 
paragraph may seem fust that 
bit more interesting. 

It would seem every major 
new project requires a bui* 
word, as if the computer games 
industry were out to create a 
subculture language all of its 
own. In this case S & S presents 
us with MIDAS where, for the 
very first time, the computer 
p I ays the part of you r eyes much 
as the camera plays the part of 
that geezer's eyes when he 
crashes that medics patty in St. 
Elmo's Fire, You know the bit r 
he's dripping wet and she turns 
round and she ends up telling 
him how she just puts out the 
rubbish and things J ike everyone 
eJse. {I hope the Ed doesn't 
delete this stuff — this is very 
inventive writing). On the left 
side of the screen your view of 
the catacombs is smoothly ani- 
mated and does indeed give the 
impression of a cartoon film. As 
you approach a chest or 3 bottle 
you seem to bounce up and 
down — just as you do when 
walking on a street — and you 
can even jump; the room and 
objects before you fall and rise 
again as you land on your feet. 

The other characters and crea- 
tures you meet in the dungeon 
are also smoothly animated as 
they wander the corridors. 
There are treasure rooms to 



ACTION 

pour mw oft to thm playing 



SCRAPPING SCREEN 




plunder, caverns to explore and 
pits to avoid. Failing to success- 
fully negotiate a pit results in the 
wa II s ofthe pit wh izzi ng past you 
as you plummet to an early exit. 
The goal that transcends all 
others is the search for the four 
parts of the priceless Armour of 
2oh r a Master Armourer who 
fashioned the masterpiece in 
distant antiquity. 

On the right side of the screen 
is either displayed an aerial view 
of the quadrant you are in or a 
rather intimidatingly complica- 
ted set of labels and figures 
which flash up once combat has 
begun. At the bottom of the 
screen is a revolving sequence 
of options. Keys 0 and 8 revolve 
the options white key 9 chooses 
that option at the far left end of 
this strip. Flashing arrows indi- 
cate where movement is possi- 
ble and 111 doubt whether s 
single person could play this 
name and not come away with 
the impression that this arrange- 
ment is both awkward and 
clumsily designed The truth is it 
doesn't quite work, 

In battle, momentary panic 
can set in followed qurckly by 



frustration as the pfayer strugg 
les to get the right set of options 
flowing one after the other. But 
even when in a comparatively 
calm situation the clumsiness of 
this system is all too apparent. 
Take this attempt to get an obj- 
ect from a chest wbere OPEN 
CHEST, GET SANDWICH, EAT 
SANDWICH would suffice in, 
say, The Hobbit. EXIT ,ACT 
SMASH, CHEST, HANDLE, 
TAKE OUT, CHEST, SANDWICH, 
HANDLE, ACT, EAT does the job 
in S & S here, which is not only 
longer but, remember, involves 
all that revolving option palaver 
at the bottom ofthe screen. 
Loading up the game you are 

E resented with three options: 
efauft Game which sees you 
take on the role of Flubbit the 
Dull a ready-made character 
with an uninspiring name, Load 
Game which restores a prev- 
iously saved character, and New 
Character where you select a 
name and training scheme for 
your character. This training 
scheme allows you 14 days to 
train with 12 masters and gjves 
your character the opportunity 
to improve its sword skills, or 



THE WORM IN PARADISE 

The adventure thai likes to say yes 

£9.95 on AMSTRAD, ATARI, BBC, CBM, MSX, SPECTRUM etc. 
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perhaps its thievish abilities, eg 
picking locks. Forty dragons 
teeth is your budget for 
armoury. 

As wfth all complex subjects 5 
S S has an authorative and full 
account of the world you will 
enter, To summarise all that is 
said therein would be a difficult 
task indeed. Perhaps a good way 
of showing what to expect is to 
give three examples (which will 
probably remind many of DSlD 
quids bgoksk 

SpELL - FIRE BOLT: a small 
blast of magical fire which will 
burn some of your foes, ft does 
about the same as & hefty sword 
bfow (from art inexperienced 
swordsman}, range — line of 
sight 

SPELL — UN-POISON: this spell 
will neutralise any poisonous 
substance imbibed, ingested or 
infected into the user, prevent- 
ing it from doing eny more 
damage (poison damage is 
spread over a period of timeh 
range — personal. 
MONSTER — MAGES: there erv 
two sorts of mages, the lesser 
and greater varieties. They are 
visually identical and the grea ter 
is recognised by the fact that he 
uses more powerful spells. 
Mages disdain hand-to-hand 
combat and will a/ways attempt 
to keep their distance and cast 
spells. Due to the feet that they 
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do not wear armour or carry 
much equipment they also 
move quite quickly. 

You will notice the period of 
time aspect to poison noted in 
the UN POISON spell and thts is 
a very sophisticated concept in 
this game. For thts reason a 
close eye should be kept on your 
character's strength and spell 
power whilst handling myster- 
ious objects. Some items you 
pick up wilf instil within you 
tremendous powers and the 
ability to deal with all but the 
deadliest of foes On the darker 
s^de some a re facts will parasit- 
ize your strength and negate 
your efforts, draining the very 
life blood from your hapless 
character. 

Swords and Soncery is a super 
attempt to bring *he sheer depth 
of D&D to the computer screen. 
Rare for this type of game are 
the impressive graphics and 
brilliant animation showing in 
the best way possible the exci- 
tement of exploring monster- 
filled dungeons. Considering 
the amount of time spent progr 
amming it, and the high quality 
of the graphics, it is hard to 
imagine many who wouldn't be 
prepared to invest the time in 
getting to know how to play the 
game in order to delve deeper,, 
cultivate their character and 
reap the rich rewards, 



COMMENTS 



Difficulty: playing is hard to 

begin wtth 

Graphics: very good 

Presentation; super 

hi put facility: revolving options 

from larger menu 

General rating: ambitious and 

outstanding addition to the 

games playing world 

Atmosphere 8 

Vocabulary 9 

Logic 8 

Add ict i ve qu a I rty 9 

Overall g 



SEAS OF 
BLOOD 

Producer: Fighting 

Fantasy 

Price: £9.95 

Language: machine code 
Authors: Mike Wood r off e 
& Brian Howarth 



Seas of Blood is a gams fash- 
ioned by big names from both 
the Fantasy Game and Adven- 
ture worlds. From the role-play- 
ing, Fighting Fantasy book cor- 
ner come Steve Jackson and Ian 
Livingstone, who wrote the 
book of the same name. From 
the Adventure corner we heve 
Mike Woodroffe and Brian 
Howarth who are the names 
behind Adventure internation- 
al's impressive Robin of Sher- 
wood. Put them together and 
you could get something which 
might knock the spots off the 
opposition, or you might end up 
With something just that bit 
smaller than either of These two 
giants. Read on to find out which 
is true , . . 

Seas of Btood has been spec- 
ifically written to encompass 
both the payability of the fight- 
ing fantasy combat system and 
the problem solving of the 
adventure world. The game fea- 
tures over 300 locations, %l\ with 
graphics, together with an anim 
ated dice sequence that repre- 
sents the fighting fantasy com 
bat system. 

The city of Tak, at the northern 
end of the Inland Sea, is the 
greatest den of thieves, pirates 
and cut-throats the civilised 
world has ever seen. In this city 
of scum there are many pirates 
infamous for their ruthless 
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greed, daring raids and count- 
fess skirmishes with death. One 
of these scoundrels is you, the 
captain of the pirate vessel 
Banshee Together with your 
band of seasoned cut-throats 
you search for treasure around 
the Inland Sea which is the 
vehicle of much of your explor- 
ation, To be a successful pirate 
you should locate and retrieve 
20 treasures and take them to 
the top of the mountain on 
Nippur at the southern end of 
the Inland Sea. Movement 
around this sea is achieved with 
the use of commands like SAIL 
NORTH. Leaving and boarding 
the ship is achieved with SWIM 
while at sea, with GO ASHORE 
when adjacent to land, and GO 
BOAT when by another vessel. 
BOARD BENSHEE takes you 
back onto you r own vessef. 

This is one of those adven- 
tures where you could either say 
'I've seen afl this before' or this 
really has got a number of new 
features'. The curious thing is 
neither of these statements is 
incorrect ft's just that the over- 
riding feeling is more in line with 
the Tve seen it aM before' arg- 
ument. Yes folks this is yet ano- 
ther Brian Howarth implement 
at ion of a big idea, The reason I 
take this tone is not because it is 
necessarily a bad thing when a 
programmer takes on many 
such projects No, not at air, it is 
only a bad thing when that pro- 
grammer keeps churning out 
me same string of programming 
faults so painstakingly picked 
over in this very column time 
and time again. When a prog- 
rammer stands still its bad news 
in an industry whfch never will. 
A glaring white background is 
bad enough (especially on a 
colour set which often needs 
resetting just to play the one 
inconsiderate game — after all, 
how often do TV broadcasts 
choose white as a background 
Colour: send your answers to 
Adventure International) but 
when it is constantly removed 
and flashed up again as in this 
game it becomes irritating in the 
extreme. 

Whenever something is pick- 



ed up or dropped, or the ship 
you captain is moved along, the 
whofe screen is taken away and 
placed back up again, It is parti- 
cularly strange when you cho- 
ose to sail in a direction which is 
not permissible and the screen 
does its ridiculous flash routine. 

On the new features front the 
game can offer one or two sur- 
prises. The best of these is the 
combat routine. This ties in with 
a status page that can be called 
up along with the inventory by 
pressing the letter I, On this page 
are you and your crew's vital 
statistics: Log, Provisions, Skill, 
Stamina, Crew Strike and Crew 
Strength. The number of days 
you have spent on the voyage 
are recorded under Log whHe 
Provisions generally decrease 
accordingly as one provision 
can maintain a ship for one day 
at sea. Provisions ere not used 
on shore and food can be found 
under various guises as you go 
on your pirating way. 

Skill is your personal skill as a 
fighter and you will probably 
want to compare it to that of 
your opponent in any hand-to- 
hand combat. Its value is impor- 
tant as during combat its figure 
is added to the random figure 
which is the sum of the values 
shown on the two faces of dice 
which spin and stop before you. 
Your opponent's dice are stop- 
ped from spinning by the com- 
puter, while your dice spin until 
you chance your arm. the spin 
of the dice is shown by very 
quickly changing figures as well 
as dice faces. These figures are 
in random sequences. 

Stamina will generally decre- 
ase as you are wounded during 
a battle but hopefully not as 
quickly as your opponent's who 
is seen off once his Stamina 
reaches zero, Crew Strike and 
Crew Strength are of greatest 
interest during ship-to-snip con- 
flict where Strike represents the 
attacking power of your crew 
white aboard the Banshee, and 
Crew Strength shows how the 
shipmates are holding up to the 
onslaught of the battle. 

Seas vf Bfood is a very enter- 
taining game but will not auto- 
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matically attract those adven- 
turers H both experienced and 
novice, who delighted in the 
sheer stickness of Robin of 
Sherwood, One obvious reason 
might be the lack of the kind of 
stunning graphics found in 
Touchstones ofRhi^nnon as the 
skills of the artist Teoman Irmak 
were not available for this game. 
Another might be the less than 
friendly vocabulary, or the iack 
of the GET EVERYTHING and 
AGAIN commands which bring 
a touch of class to adventure 
games (the A for AGAIN comm. 
and would have been very use- 
ful when sailing repeatedly in 
the same direction). 

The problem is r Adventure 
International have set them- 
selves very high standards to 
maintain and we reviewers are 
easily dig runt Jed. The plusses, 
like the combat system, are 
welcome additions — ifs just 
the minuses begin to jar a little in 
thisone. 



COMMENTS 



Difficulty : d iff icy It to get into but 
then easier 
Graphics: good 
Presentation: white glares on 
colour TV {still) 
Input facility: verb/noun 
Response: reasonable 
General rating : aaa a h h r J im I a d f 

Atmosphere 3 

Vocabulary 6 

Logic 7 

Addictive quality 7 

Overall 7 



SHADOW 
OF THE 
UNI- 
CORN 

Producer: Mikro-Gen 
Price: £14.95 
Language: machine code 
Author; Mikro-Gen team 



This latest game from Mikro- 
Gen has a lot to live up to. tt has 
been hailed as the first Mikro- 
Plus game with an additional 
16K memory supplied via a 
piece of hardware which plugs 
into the back of the Spectrum. 
This Mikro-Plus interface has a 
joystick port and so the game 
can be played with a joystick. 
This facility also allows copies to 
be transferred to tape or micro - 
drive Without a joystick the 
game plays well on a keyboard 
and on side two of the tape you 
receive with the game is a heed 
alignment routine to ensure 



trouble free loading from your 
tape recorder. 

_ Shadow of the Unicom is the 
first piece of software to be 
actually marketed with a hard- 
ware add-on {Psyctepse and 
Bandersnatcb from the old 
Imagine team never saw the 
Nght of day). The surprising 
thing about the game is its 
conspicuous lack of the sort of 
mind-blowing features one 
might expect from such an inn- 
ovative breakthrough. The cele- 
brated lords of Midnight is now 
one and a half years old and it 
must be a sad reflection on 
names design when this game is 
Far inferior in terms of basic 
structure than that first Midnight 
game. 

The fundamental flaw in Uni- 
com is the curious state of aff- 
airs that has your character 
looking, say, south when he is 
travelling west. The character is 
literally not looking where he is 
going! Were this not strange 
enough there is an added comp- 
1 1 cation found when a character 
[s in a town or village. He maybe 
in a settlement but may only 
know it for sure after looking 
through all four compass direc- 
tions. Getting to a village, castle 
or other distant object isn't as 
effective as fn the true landscap- 
ing adventures, as, ignoring the 
virtually unchanging backdrop 
of distant mountains, you can 
only see the terrain of the ad 
jacent square next to you in the 
viewing direction. You don't feel 
as if you are approaching them, 
you literally see them, you turn 
and move towa rd th em a nd then 
that's it, you're on top of them r 
whether it be a castle or a 
windmill. Compare this to Lords 
of Midnight where you could 
aim for distant lakes and towers 
and you might see the point I'm 
making. In these games you get 
the impression that the towers, 
keeps etc. actually exist whereas 
here it is only too obvious that 
they are an artefice of computer 
memory. When considering 
some of the finer aspects of this 
game, these flaws in design may 
shrink somewhat but only when 
games such as Lords of Mid- 
night and Runestone have 
temporarily slipped the mind, 

It is not only in the area of 

Sames design where Mikro-Gen 
ave me puzzled. The game is 
marketed with a (too) large 
booklet which is fashioned 
along Tolkien lines but, as in so 
many books and booklets that 
accompany adventures, falls 
somewhat short of the narrative 
powers of the great master him 
self. None but the final two 
chapters has any great re lev 
ance to the computer program. 

You might think that a game 
which makes use of a new piece 
of technology would have a fine 
instruction Booklet. Not a bit pf 
it, This game has only a flimsy 
sheet of card giving you a very 
Short summary of the story 
(much too short given the length 
of the book} and a few instruc- 
tions concerning the hardware 
and its implications, I found on 
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one occasion some difficulty in 
finding out exactly how to save a 
game and ended up loosing it, 
much to my chagrin as I had put 
in a long session and had pro- 
gressed welL After the joystick 
controls (Left — Right for move- 
ment, Up to take or drop, Fire to 
fight, Down to turn view to the 
right) you get a rather plain list 
of the characters with 1) Mfttu> 
lin p King of OronfaL 2) Avarath, 
Wizard of the Zim-Faranid, and 
3\ Holdin, Captain of Falforn up 
to 1 OJ Lairmath, another Captain 
of Faiforn. Not all of these char- 
acters hold equal sway in the 
stormy lands of Falforn and the 
royal lands of OronfaL The three 
main characters are M ithulin the 
king of the royal lands, Rolquin 
queen of the storm lands and 
Avarath the wizard who is dis- 
tinguished by his ability to fire- 
ball the irritating monkey- 1 ike 
figure who attacks characters 
willy-nilly throughout the entire 
course of the game (later rese- 
arch reveals this persistent ass- 
ailant to be a na(esh). 

Actually, while I'm about it, 
how about this tip for avoiding 
the pain in the neck nalesh. 
Because characters are safe unl- 
ess you select to move them 
(there is no reaMime element or 
any urgency with the other char- 
acters), and because the nalesh 
always attacks from the side of 
the screen furthest from you, 
avoid the beast by quickly flick- 
ing between characters as you 
move your chosen character 
across the screen. After only two 
or three flicks your character 
ends up being attacked by the 
nalesh from tne wrong SFde of 
the screen leaving the character 
to peacefully leave the screen in 
the direction chosen and be 
happily on his or her way. 

A convenient way to take you 
through the logistics of this 
game is to look at the screen 
which retains the same format 
throughout (and should be on 
this page somewhere unless the 
powers that be mix up the pic- 
tures as with Wartards/Rerf 
Moon}. At the top left is the 
name of the character you are 
using at that particular time. 
Next to this name is the location 
you are passing through which 

fjeneraHy is helpful enough to 
ocate your approximate posi- 
tion on the map supplied with 
the game iif you are following 
one of the paths, or you have 
entered a ca*tle r this position 
can be verified accurately). 
Below the name of the character 
presently playing is the com 
pass whose arrow does not 
indicate direction of travel but 
the viewing direction which only 
becomes the direction of travel if 
you swing it around to lie left or 
right on the screen. The yellow 
and red bars adjacent have var- 
iable lengths to represent gener- 
ally decreasing energy and 
{thanks to the aforementioned 
pain in the necks) increasing 
injury. Decreasing energy is 
reversed on eating at one of the 
magical berry bushes which can 
be puzzling ly sparse when you 
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really need them, and no doubt 
there exists some spell to undo 
the harm of injury. To take no 
action with either injury or 
energy can result En a char- 
acter s death, and loosing an 
important character can see you 
starting a new game. 

The standard of graphics in 
this game is rather puzzling 
given its added memory resour- 
ces and its destiny as a mega- 
game. There are quite a number 
of heavy-handed colour clashes 
and one piece of animation has 
the king doing a sort of consti- 
pated breakdance. One thing 

t-OLi can do is hand it to the game 
or clever music effects; the 
music is in keeping with the 
game a nd i s ve rv tu nef u I indeed > 
Shadow of me Unicorn is a 
very good game by any stand- 
ards. Tt is complex, has a story- 
line which is worth the consid- 
erable effort getting to know and 
yet is instantly and en joy ably 
playabte. The tone of this review 
has been F flat for one very 
significant reason; the game is 
costly due to the Mikro-Plus add- 
on necessary for the additional 
16K the game offers. What is a 
little puzzling (even worrying) is 

B" jst where this extra memory 
as been allocated, as the 
improvements such additions 
might bring are not immediately 
apparent. 



COMMENTS 



Difficulty: the most difficult 
thing is reading the book 
Graphics: good r but no! as 
might have been expected 
Presentation: simple and easy 
to get to terms with 
In put facility: perhaps could 
have done with some textual 
information 
General rating: good 



Atmosphere 

Graphics 

Logic 

Addictive Quality 
Overall Value 



7 
7 
6 
7 
7 



SOULS 
OF 

DARKON 

Producer: Taskset 
Price: £7.95 

Language: machine code 
Author; the Taskset 
Team 



Beyond the sun of Crenel lies the 
planet Meoron, Its people were 
of genius IQ; they practised both 
the art of sorcery and that of 
science. However their quest for 
knowledge became a dangerous 



obsession and they ventured 
into a realm of evil where they 
released the devastating power 
of Darkon. The people live in 
terror, Will they be the next to 
suffer the curse of Darkon? Only 
you and your faithful robotic 
friend, Komputa can free the 
people from this ty rrany, But can 
you succeed where so many 
have failed? 

Soufs of Darkon is already in 
the shops on the Amstrad as I 
write, so whether or not you 'II be 
able to buy the game in the high 
street is probably academic. The 
reasons fof this game s accept- 
ance by the shops h quite obv- 
ious as soon as you load up. 
Taskset have successfully met 
their task of taking the adventure 
and tidying it up. Gone are the 
messy lists of endlessly scroll 
ing text and graphics. In their 

Elace we have here a neatly 
oxed-off picture set on the 
lower (eft hand side of the 
screen. Above this is the loca 
lion description which does not 
budge an inch throughout — 
quite an advantage over other 
adventures where you are con- 
stantly wondering where you 
are. Framed by the static picture 
and location description fs a 
scrolling area carrying your 
input and the program's res 
ponses. The text has been 
clearly and atmospherically 
designed, in fact, what with the 
stylised, cartoon-like graphics, 
the whole program reveals a 
novel appearance. 

One minor irritation is Task 
set's inability to get to grips with 
the Spectrum's input routine 
(the Amstrad version works just 



fine). Even when you are care- 
fulFy typing the auto-repeat 
effect can catch you out with 
words like L 0 0 0 O K ending up 
on your scrolling list of past 
inputs (rather embarrassingly, 
the input recorded is the exact 
word you entered and not the 
word from the program's own 
word store). 

Another gripe is an error 
which is common to many ad- 
venture instructions {Sorder- 
on's Shadow did the very same 
thing tast month). The error I 
refer to is the habit of listing a 
so-called example of the vocab- 
ulary going beyond the simple 
verb/noun couplings only to 
find that the program's input 
routine can't handle such a long 
sentence, for example, in this 
case, ATTACK THE WOODMAN 
WITH THE LUNAR AXE is too 
long to be akceptedS Ac rious 
side effect of allowing the 
location description to remain 
on screen is the need for a LOOK 
command which tells you what 
you can see, eg a bottle, a 
mushroom, along with the exits. 
The reason for this, presumably 
is the restriction of space on the 
location description. It may have 
been better to have made the 
adventurer work for his/her 
information with a more intelli- 
gent LOOK/EXAMINE 
command- 
Programming the DELETE key 
to act without the need of the 
CAPS SHIFT is a nice touch as is 
the list of words in the vocabu- 
lary which comes up onto the 
screen and stays there while you 
try and match up some of the 
words from it. 
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Souls ofDsrkon is a very welt 
presented adventure and a 
welcome change at a time when 
just about every mainstream 
adventure is Out/fed. The 
cartoon -style graphics are very 
effective and suit the game well. 



COMMENTS 



Difficulty: easy to start, then the 
usual brick wall 

Graphics: one colour — green — 
but attractive 

Input facility: a little beyond 

verb/noun 

Response: fast 

General rating: some good 

features 

Atmosphere ? 
Vocabulary 7 
Logic 7 
Addictive Quality 6 
Overall 7 



THE 
QUEST 
FOR THE 
HOLY 
GRAIL 

Producer: Master* ronic 
Price: £1.99 
Language: BASIC & 
machine code 
Author: Chris Newcombe 

The Quest for the Holy Graft m ay 
seem a familiar title. For one 
thing, it was the name of a 
Monty Python film which form- 
ed for itself a cuft following. 
Normally thrifty and reserved 
persons would loose all poise 
and decorum and rush out to the 
nearest bookshop and buy the 
script to the film thereby causing 
the sort of arguments which 
raged throughout the land; who 
would play the geezer (John 
Cleese in the film) who says in a 
French accent (now thought es- 
sential in all TV comedies) 1 
empty my nose in your general 
direction' or something to that 
effect. Now, J don't wish to be 
seen as a kilF-joy, but this game 
leans rather heavily on the film 
and will now presumably sell 
more copies than when market- 
ed by Dream Software (under 
which company's banner it was 
reviewed in the May 84 CRASH }. 
So one must wonder at the legal 
implications after many a harm- 
less Star Trek derivative was 
forced from the market by over- 
bearing directives sent out by 
Paramount Pictures. 
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In a nutshell this game is a 
Hobbit look-alike, the differ- 
ences He in its speed (it is Written 
in BASIC and seems unnecess- 
arily slow by today s standards}, 
its simpler graphics, and its lack 
of real time. As in The Hobbit it 
often takes a key depression to 
scroll up the focation description 
before you can start to input. 
You begin fn a blacksmith's 
forge where you are at once 
confronted with the humour 
which gives the game its dis- 
tinctive flavour and cult follow- 
ing. 'You see — The nuclear 
powered lamp. A CND picket. 
The yellow/preen spotted key. 
The CND picket is sitting next to 
the lamp chanting, *We shall, we 
shall not be moved IV When you 
fake the nuclear powered lamp 
the CND picket walks off in a 
huff. 

Having said that this game 
looses out technically to The 
Hobb/t it does in fact have many 
features to commend it. The use 
of the full gamut of Spectrum 
colours is noteworthy, both in 
pictures and borders and within 
the text. The problems, so often 
featured in adventure helplines, 
are really entertaining end 
funny, and, as is always the case 
with problems pitched at just the 
right level of difficulty, they give 
a real buzz when finally solved. 

Th& Quest for the Hofy Gmii is 
an old program first marketed 
by Dream Software, It had a cult 
following in its old format due to 
its association with a very funny 
film and its own highly unusual 
and entertaining problems. 
What the game lacks in technical 
competence it compensates 
with super text and funny 
goings-on, Well worth the ask- 
ing price. 



COMMENTS 



Difficulty: easy 

Graphics: average 

Presentation: good 

Input facility: basically verb/ 

noun 

Response: slow 

General rating : good value 



Atmosphere 

Vocabulary 

Logic 

Addictive quality 
Overall 



7 
7 
7 
7 
7 
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LUDOIDS 

Producer: Bug Byte 
Price: £2.95 
Language; BASIC & 
machine code 
Author: Barry Thome and 
James Darin 

Ludoids)% a quadruples adven- 
ture which means it comes in 
four parts. These parts are load- 
ed separately but are linked by 
the codewords left, in the first 
part for example, by a graffitti- 
inspired agent who presumably 
has passed this way before you. 
I n the fi ret pa rt you a re disg u ised 



much from any adventurer to 
complete the whole four parts 
within one afternoon. It's not as 
if the codewords you need to 
carry on from one part to 
another create much of a chall- 
enge. At the beginning of part 
two the foil owing gem comes up 
onto the screen:- 'If you found 
the key behind the desk you will 
have been able to Find the code- 
word that you need'. The code- 
word for part three, hidden 
within part two, is somewhat 
obvious as it is highlighted by an 
arrow leading from the word 
HINT, Since this adventure cle- 
arly won't take much solving by 
anyone, I suppose you could say 
it's the gourmet equivalent of 
boii-in-the-bag for the adven- 
turer who is too busy to play 




as a specetrucker who must 
search a robot space-station, in 
the second you trans-mat down 
to the planet Glacfa which is 
rather cold and has igloos and 
things, in the third you take a 
kind of Westworld holiday on 
the planet Vacatia, and in the 
fourth a submarine provides 
you with one or two problems. 

As you might guess from the 
above Ludoids is a curious 
adventure, E&ch part has full 
screen pictures at a number of 
locations, many of which are 
rather evocative and pleasing. A 
few of these pictures have 
Simple animation such as clouds 
rolling by, a burger sliding out of 
a food dispenser on a tray and 
beacons flashing. The character 
set has been tastefully redefined 
being both futuristic and read- 
able. It's a shame the whole lot 
pictures and text scrolls off, but 
on the whole the game is attr- 
active iy presented. What is rem- 
arkable is the short length of 
each part- This may be partly 
due to the machine code intro- 
duction sequences which greet 
each mini -ad venture, which are 
delightful in themselves, but 
su rely ca n not expla in the brevity 
of the adventures which follow. 

Your overall mission is to find 
the Ludoids and destroy their 
trans-mat jammers with the 
wrist detector given to you at the 
beg inni n g . Ma ny of the p i ctu res, 
like that of a Sinclair C5 seen 
ea rly on, a re very imp ress ive but 
the plot that links them together 
is flat-footed and ft wouldn't take 



adventures. 

One of the most interesting 
parts of the game, and certainly 
the most difficult, is the gun duel 
in the western world of Vacatia. 
To draw your gun and then fire it 
with a different key is very diffi- 
cult in the split second allowed 
you by your opponent. Your first 
few efforts wiil no doubt see you 
biting the dust, 

LudOfds is a curious piece of 
software as it comes in four 
parts, each of which is very short 
and very easy. There are a num- 
ber of machine code routines to 
bring the adventure alive and 
there are many worthy pictures, 
it is hard to see what attraction 
the game would offer to harden- 
ed adventurers but it may offer 
some entertainment for the 
adventure dabbler or the young 
at heart. 



COMMENTS 



Difficulty: easy 

2 Graphics: rather good 
Presentation; good 
Input facility: a little beyond 
verb/noun 
Response: fast 
General rating' unusual 



Atmosphere 

Vocabulary 

Logic 

Addictive quality 
Overall 



let's begin this month's 
SIGNSTVMPS with the kind 
of help offered by that 
curious but much apreciated 
band of adventurers who 
delight in a bit of 
philanthropy — who tike 
helping stranded 
adventurers on their merry 
way form other words 
prevent damage to 
computer t cat f teamug out 
of sneer frustration* not to 
mention saving the odd 
marriage}. 

K D Stobley very kindly offer* 
help for a query set in Issue 
2f* He guides us eft with the 
following 

1 teed Dazed and Confused by 
David Salter: well lets see If we 
can give him a hand with Ef 
Dorado from Atlantis. At the 
beginning you come a cross an 
unlit torch stave, some Hint and 
some pigmies. Take the torch 
and flint and USBEF SPTBSZ 
CFBET with pygmies: they will 
give you a spear. When you get 
to the deep valley MPPL 
through DSFFQFSTand you will 
find a cave. Next MJHf U TU8WF 
using GMJOU and enter cave 
Go up and have 9 good look 
around, You'll come across a 
N*guar B UISPX TOFBS at jaguar 
then you will find a hemp rope 
and a cylindrical stone baton 
with a wooden handle. You take 
both of these. When you get to 
the ledge the other side erf the 
cave just past the python called 
Monty UJF SPQF to saplings 
and climb down, where you will 
come across the statue/ 
I must stop therm otherwise 
the men front Atlantis will 
have my guts for garters. 

Stephen Browne from Belfast 
is another helpful soul and 
responds to a plea in Issue 2 f 
thus: 

' . . . about killing the dragon in 

Twin Kingdom Vaftey m You will 
need the fang wooden TUBGG 




which lias behind the TJMWFS 
EPPS in the desert king s castle. 
J Ahl That's all very well; I hear 
you cry, 'but where do you get 
the TJMVVFS key?' Well you 
give the EJBNPOE to the forest 
King and he will give you an 
amulet. When you have this go 
to the witch in the dungeon and 
give her the DSZTUBM CBftrtM. 
she will give you the bronze key. 
Now go to the bronze door in 
the short passage, open it and a 
princess will flee out/ 
Stephen goes on with the 
exact solution but I think 
wall leave ft there and say 
that you are near to getting 
the wooden staff needed to 
do the jot, 

3 Swann in Mid Glamorgan 
offers some corrections for 
{no doubt, my own} faults in 
the November issue 
regarding The Fourth Protocol: 
'first of all, you can obtain the 
files from Blenheim at any time 
at all. Secondly, in hint no 11 rt 
is UMEA in Sweden, not UMBA 
as stated Now a hint. When you 
have eliminated most of the 
people in the three tists, MOD, 
CABINET and FOREIGN you will 
be left with the following 
names : E Havers, T Allen, D 
Faulkner, R Night. A Sopwrth. 
Forget Havers and Night they 
are totally harmless With the 
right amount of investigation 
you will eliminate Sopwtth and 
Allen. Make sure you do 
investigate them as it improves 
your prestige. This leaves us 
with Faulkner Watch him and 
his eating habits, he's your 
traitor/ 



Let's kick o ff my help bit 
with an easy one. Mark 
(Via Ion e in Lanes wan ts to 
know haw to beat that dart 
thro wing gremlin in the first 
scene from the Adventure 
International classic. GFUDI 
the L OJGF from the ESBX In 
the kitchen end go back up 
and kill the gremlin In the 
same adventure Mark Rose of 
Herts asks 1 have the flashlight 
and the camera but I ca nnot use 
them - . MJHIU the flashlight 
end QPW it in the 
NBJMCPr, Press CVUUPO 
on the camera to scare the 
gremlins, 

'Can you please tell me where 
the (est touchstone is in the 

fame Robin of Sherwood, 
ouchstones of FtftfQnnon * 
writes Stuart Clarke from 
Cheshire. The gold coins mm 
found in the DJFTU in TBDLT 
in Gregory cart fand in the 
TUBUVFas stated in a past 
'post,. Take the touchstones 
collected to the TUPQF 
OJSDMFand drop them and 



the TJMWFS BSSPX. Heme 
wilt appear and change the 
TJMWFS BSSPX into a 
touchstone. 



*fn Tower of Despair how do you 
get past the demon* in which 
come after you when you leave 
the grounds of the building you 
start ml' asks Robert Sharpe. 
tVPVQU horse and ride FBTU, 

Here are quite a few 
questions on Mikrogen's 
Witch's C&utdron from Vicky 
MahJberg in Beth: 
'How do I deal with the fierce 
dragon guarding the treasure? 
And how do J open the soulh 
door in the room with the signs 
on the wall? How do I get past 
the wall of flame without 
burning to death?' 
To kill the dragon you will 
need help from the MJPQ, 
Answer Wo ' to the MJPO T 
question and he will allow 
vou to cut his hair with the 
knife. To open the south door 

f'O to the room with the 
LFMFUPO Here take a 
CPOF to make a skeleton 
key. Put out the GJSF with 
NBHJD EVTU. 



Kenneth Fraser has a problem 
with Eye of Bain € where he's 
got the iar of oil, the ruby and 
the shiny cross but can't 
light the wood. PJM MFWFS, 
pull MFWFS by coffin. To 
pass shapeless freest carry 
SVteandsay GJSF \ On the 
same game H J Ma 1 on writes 1 
have been playing this game for 
months but as yet I ha ve only 
been able to visit the fi ret 22 
locations. So far I have the 
shovel, bucket, pole, dagger, 
honey and whipping post 
the riesty nomad keeps killing 
me * To kill desert nomad, 
UISPX EBHHFS then examine 
slaves. Give IPOFZ to hear. Jn 
the top of the tower enter 
with UJFWJOF. You also 
have a query with Golden 
Apple and thanks to J 0 u r ten n / 
can answer it, The parrot 
says To be or not to be, thai 
is the answer. ' 4 1 the 
computer in the computer 
room UZQF KG, The screen 
lights up and you get some 
jewelry. 



Gavin Burr of Warwick asks 
»ow do you get past the 
customs official at the airport in 
Urban Upstart?' Give GJWFS 
and official QBQFSTtn the 
officer. 

Stephen Greens lade in West 
Glamorgan needs some help 
with Pfanet of Death which 
was Adventure A in the 
famous early Artie series, 
T ve got the mirror and I've also 

Sot the key, but can you tell me 
ow do you use the computer, 
the key and the mirror?* Use 
LFZwhen in the large 
IBQHBS to open the locked 
door to the lift control room. 
Use the mirror to destroy the 
GPSDFGJFME, then you can 
EBODF through it To use 
computer UZQFIFMQ at 
keyboard. 



Jenny Fal love tin Herts says 'to 
Mountains ofKetthe ogre 
always kills me. What do I need 
to be able to play dice?' Before 
QMBZ EJDF with ogre save 
game on tape and re-load if 
lose. You'll find the answers 
to your other queries in 
previous SIGNPOSTS. 



I E ncryption^ 

It's ejs^to speak enetoster/) 



BEYOND SLIP 
BEHIND 



Dear Derek 

Having fin ish ed Sorderon *s 
Shadow before you even 
reviewed it, In fact even before 
you acknowledged its existence 
in the November issue of 
CRASH . we feel that we dese rve 
some recognition. 

The game is good end 
enjoyable to play, with the usual 
high quality graphics from 
Beyond and the advantage of 
text. Most of the problems are 
Straightforward, being 
complicated only by the 
immense distances between 
consecutive tasks and a very 
finicky command requirement 
in some instances — despite the 
Claimed 750 words vocabulary 

On the negative side there 
appears to be a tot of useless 
items lying around that are no 
use at all and often cannot be 
taken or used. There are also 
several locations marked on the 
map that don't exist, these take 
the form of pits and windmills 
(windmills of your mind 
perhaps). Unfortunately huts 
and igloos are graphically 
identical as are castles and 
towers. Character interaction 
also has its disadvantages; they 
invariably won 't do what you 
want and when they do it is a 
painstaking task to get them 
anywhere,, as you have to direct 
both yourself and them at each 
go. Occasionally whoJa groups 
of them follow you which 
reduces the game to an absurd 
crawl 

Your energy level is 
controlled mainly by resting at 
night (which causes the moon 
to scoot across the screen — a 
feature that kept us amused 
throughout) and not by eating 
as they say. There are loads of 
characters, many of which don't 
move and others of which are 
pointless. The cryptic clues you 
receive as the game unfolds are 
often parodies of the outline of 
tasks set out in the booklet 
However, some are more 
taxing. 

The game is generally slow, 
but some arcade type skills are 
needed to begin with, to follow 
the guide, and at the end to 
catch Sorderon as he tries to 
escape, The SAVE facility is as 
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useful as ever but takes almost 
as Jong as the game takes to 
load and requires verification 
which gnaws at the patience a 
bit. The final message once 
you've defeated Sorrier on is 
good, but unfortunately it 
moves too fast to read 
completely except the last part 
which is: 'We praise you slayer 
of the evil reign, Sander on's 
death and Watchers bene, Now 
good will rule for ever more, In 
this (and of Elindor' 
Game Play 

As soon as the game starts, 
follow Motrin north to the cave 
in Balinor, After he speaks 'El in 
Balor', enter ELI INI BALOR 
directly into the keyboard {all 
magic words should be entered 
without verb or quotes) 
Whenever you find a gold coin 
take it Greet Lonar, go east and 
kill K rill an. Return to the village 
of Bali nor and note the message 
Srom Kasoba. Leave village and 
take Um of Perception. Travel 
south and take Eternal Flame, 
Go west to the Ring of Supral 
Drop um at midnight. Take the 
Eye of Togar and travel west to 
Lord Supra Is Tower. Take 
Horseshoe of Zephyr. Return to 
village of Bali nor and offer 
horseshoe to Tannor. He will 
take you to the hut of Nolidor 
Take prism. Travel to the wells 
at Baguf. Stand at the well 
containing the shiny object. Use 
prism Prince Hydra! will appear 
and give you the Phial of 
Healing Go to the lake in Kirrin 
and Stand at the lake containing 
the sh iny object, Use prism » 
Amican will appear and offer 
you the Bow of Borate. 
Garry Bishop and Pete White, 

Exeter 

TTtis rs only half of this 
intrepid pair'* solution . - . I 
may welt publish the rest 
next month. This will no 
doubt lead to an outcry of 
'stop giving the whole game 
away r but I think Sorderon's 
Shadow is only a filler for the 
gap in the Midnight Trilogy 
and this is how it wilt bo 
regarded in this column. 

DE 



D&DAND 
SWORDS AND 
SORCERY 



Dear Derek 

Have you noticed recently how 
the line and darkness 
descended upon the land' 
seems to crop up with 
monotonous regularity in 
software tntros, eg Nightshade* 
Runes ofZendos and probably 
plenty more 

The reason I mention this 
obscure fact is to illustrate how 
boring and repetitive scenarios 
are becoming. This is surprising 
when you consider the wealth 
of material available, eg science 
fiction & fantasy novels, films, 
plays and so on that games 
designers can choose from. 

Another thing that has 
disappointed me is the scarcity 
of real (graphically) dungeon & 



dragon type adventures. When I 
packed away my Dungeon 
Master and Players Handbooks I 
was under the impression that 
superbly graphical ghouls, 
trolls, and the like would be 
leaping out unexpectedly on my 
brave adventurer. However, as 

Kou know r these type of games 
ave not occurred, which is very 
disappointing to thousands of 
people like myself, Not all 
software houses are to blame — 
a few have made very good 
attempts to introduce these 
types of games Mizar with Out 
of the Shadows, Beyond with 
the Midnight Trilogy and 
recently, The Edge with 
Fairtigbt, 

ir other readers of CRASH 
were to express their views on 
this subject I believe you will 
find they generally agree with 
my conclusions, which may 
therefore steer adventure 
designers in the correct 
direction. 

As Mikrogen have shown, the 
memory limitations of the 
Spectrum can be overcome to 
include all of the ideas put 
forward. The possibilities of 
further add on scenarios is 
limitless. 

To close, I would like software 
houses to seriously look at 
some of these ideas — and 
others from readers. The market 
is ripe for exploitation, so 
someone come and take it (and 
get rich at the same time}. 

R Rex, Sheffield. 

Funny you should may them 
things, i was discussing this 
very same point only the 
other day with someone who 
was askmg why dungeons 
and dragons had not been 
transferred to the computer. 
And you know the answer Is 
remarkably simple — DAD is 
a social game where a few 
fantasy nuts get together 
around a table and live out 
fantasy rotes through their 
characters. Computer 
games, whether we like it or 
not have become a solitary 
pastime and software 
houses are not interested in 
wha t is seen as a minority 
market ie multi-player role 
games. 

As for c rinsing software 
houses, well, here you're 
onto a complete loser, It 's 
hard to argue with a 
software house releasing 
things like Monty Moie Part 
Eleven when it is making m 
great deal of money. 
Compare this to a rival 
software house which tries 
something a little different 
involving many months of 
development only to get 
their fingers burnt. Swords & 
Sorcery from PSS took an 
awfully long time to develop 
compared to a platform 
game, ft was begun during 
those days when 
programmers were prepared 
to offer the public something 
new and companies warm 
prepared to market new 
ideas. But will this Mama 
recoup at the till ait this man 
hours put into it? Only time 
wiiltett. 

DB 



SWAMPED 
WITH A 

THESAURUS 



Dear Derek 

Why must every new adventure 
nowadays have a full sentence 
analyser, independent 
characters and a text window? 
Unless these features are very 
well done they tend to detract 
from the game as a whole. Take 
Shfriock for example. This 
claims a vocabulary of BOO 
words, but if the programmers 
had spent time entering words 
which the user may input, 
instead of ridiculous words such 
as 'fairly r which no -one would 
input the program would seem 
more real and less stupid. By the 
way, try typing 'SAY TO ME, 
TELL ME ABOUT ME p for a 
laugh. 

I think your review of 
Adventure/and was a bit harsh. 
You gave Hoik a SMASH but 
even though the graphics aren't 
as good P Adventuref&nd has far 
better puzzles and locations. 
But reviews are only a matter of 
opi n ion and so I can "t b fame you 
too much for having lousy taste! 

Why has no-one heard of 
Delta 4's Return of the Joystick. 
ft is a great diversion but I am 
Stuck, If anyone out there has 
got a copy, now do I get past the 
locked door in Software 
Project's office? Kelp! 

Alex Marsh, Billericay, Essex 

t think the point you make 
about sentence analysis is an 
interesting one, and it's a 
subject t*ve written on in the 
past. Personmtty f I see 
nothing wrong with 
inventing a restricted subset 
o f English for adventures, 
and see convoluted sentence 
input as an amusing 
diversion only, I'd rather 
think the author who 
designed the game was the 
intelligent one as opposed to 
looking for intelligence from 
the computer. 

As for reviews I may well 
have lousy taste but ft would 
seem so has fust about 



everyone else, Afo, seriously, 
I write reviews for the people 
who I think read the reviews. 
A CRASH Smash denotes a 
gam e people wilt want to buy 
tor wha te ver reason. I would 
strongly recommend people 
to mad all of a review and not 
just the marks, as even a 
good review wilt contain 
detailed criticism including 
specific unfavourable 
points* 

As for Return of the Joystick, 
my review copy didn't toad 
and obtaining a replacment 
copy is one of those thing* I 
didn't quite get round to 
doing. Incidentally, The Never 
Ending Story isn't reviewed 
this month for a simitar 
reason. With its special 
loader ft failed to load on a 
combination of four cassette 
recorders and three 
computers so if you have the 
same problem don't accept 
the rubbish from the tikes of 
Smiths that it must be OK 
because it loads in their 
shop! 

DB 

CUT-THROAT 
HOUDAY 



Dea r Derek 

I bought Terrormotinos last 
week and had finished it on 
playing the second evening 
{95%). It is so ridiculously easy 
— almost just a case of taking 
photos in the right locations YCs 
all very well having tremendous 
graphics but this game has cost 
me nearly £ 4 an evening and I, 
for one, am very disappointed 
Hampsteadhad me scratching 
my head for months, and 
whereas the humour was rather 
subtle in that game, 
Terrormotinos is too heavy- 
handed and crude — but then 
that's the idea I suppose. 
Anne Borland, Canvey Island, 

Essex 

TerrormoYinos is a very easy 
adventure right enough — I 
had a huge mailbag which 
consisted mostly o f full 
solutions to the holiday 
romp. If Terrormoltnos 
in troduced more people to 
the dubious delights of 
adventuring perhaps this 
migh t not be such a bad thing 
(i think!}. 

DB 



*Uf>ERHER<>E* 

You know haw I said how I'd wished k had seen the film when I 
reviewed Gremlins? Well it's the same thing here — I wish I'd seen 
Never Ending Story so t could understand the massage Christopher 
Jenkins of Aberdare. Mid Glamorgan received on completing the 
computer game from Ocean {explaining why I couldn't find the time 
to see the film ri I my local cinema would be my never ending story) 
Christopher writes "I have completed Never Ending Story on 
November 2nd at 5.31 pro after receiving It in the morning The 
message was — The Empress congratulates you an surviving the 
Nothing and Succeeding in your quest to return Aurym to her but 
moil of all for making Bastion believe in Famasia. Now that 
someone from the real world believes in it Fantasia can i ,• :•• 
Bastion, Atreyu and Falkor sei off to begin rebuilding Fantasia". 
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Mail Order; Beyond 3rd Floor, Lector Court T51 Farringdon Road r London EC1R3AD 
Price £9.S5inc P&P C bequest POs payable to B*yond Credit cards call 01 -S3? 2S99 




THE COMPETITION WHICH REACHES 

PARTS OF PROGRAMMERS THAT 
OTHER MAGAZINES DAREN'T PRINT! 




STEVE TURNER ANDY RRAYBROOK 

Courtesy of Andrew Hewson's Camerawork, we have a picture of 
two evil programming types to put in a mini Rogues' Gallery on this 
page The Art Department, in a fairly typically vicious mood r took a 
scalpel to the mug shots, snipped them into little tiny pieces and then 
selected nine segments to stick down across the way. Over there, on 
that page to my right Gottsm? Good, Now get back to reading this 



If you reckon you're super brill when it comes to identifying people 
from a tiny fragment of ear or a bijou pieratte of Chin, then you're 
bound to score in this competition. Even if you're not the Hercule 
Poirot of photofit you can always steal the family magnifying glass 
and spend an afternoon poring over the ugly rnugshats on this page 
. . . Could prove lucrative. 



Thirty lucky winner types will receive a Hewson Spectrum Goodie 
Bag containing the CRASH SMASHED {ft's that Kidd feliow you 
know, he insists f use that term — COMP MINION) DRAGONTORC, 
LEGEND OF AVALON and TECHNICIAN TED. And just because 
SOUTHERN BELLE (84%) and ASTRO CLONE {88% 1 weren't 
Smashes, doesn't mean you don't want them, now does it? So you 
could get them too, in the prize package, which is worth a few 
penn ies short of f o rty qu i d . You co u Id be the envy of you r f r i ends. All 
you've got to do is decide how the nine tittle bits of programmer 

?hoto reproduced over there match up to the big photon of Steve 
umer and Andy Bray brook over here. 

The scalpel wielding fiend up in Art who dreamt this little number 
up has been very careful, yon will notice, to avoid including tell-tale 
bits like moustaches and glasses in the nine segments. So get your 
thinking caps on, and pencils out. 



OFFICIAL PROGRAMMER S PHOTOFIT ENTRY FORM 

(Or "You can't con me, oh scalpel wielding fiend" dept) 



On In ripM it lurid, whfcti cnwaipendi n on towirt of the nina little bib rf 
picture primal atom* Ml you've got to dn is decide which till ol pinto belongs 
toStnreaitiinarkltwlihagtenrra^ 

with an equally lam "jr. Cunptoto Am nam and address in at dn union, 
anlnataHaf toftwSWiSBfTTTIWTS, MBOX10, UHNjDW, SHROPSHIRE. 
ST81D6 to autre by 30th January ISM. 
Flirt thirty cwreci entries out of an glam Camp Bom thai day win a prize! 



NAME 

ADDRESS 
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PLAY 

PROGRAMMER 
PHOTOFIT AND 
WIN, WIN, WIN 

In the Hewson 
Consultants' 



Chrimble 

Competition 



it 




THIRTY HEWSON CHRISTMAS GOODIE BAGS TO BE 
WON 

Containing no less then three CRASH SMASHES, and 
worth nearly £40 each. 

PLAY PROGRAMMER PHOTOFIT AND WIN WIN WIN 




B» **>* 



.v-v 
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AND THEN THERE IS 




Roger Kean (on loan from ZZAP!) pokes 
about into an enigmatic mystery at Hews on 
Consultants that involves a drunken report- 
er, a faithful waggy-tail dog, a beautiful girl 
and her uncle, a professor of ancient antiqu- 
ities. 



If ever you thought that writing a 
computer game today is a 
simple matter of getting out 
your compiler and squeezing 
some BASIC into a 42K pint pot 
of code, then a visrt to Hewson 
Consultants might be salutary. 
For tucked away inside their 
(near to) Abingdon offices in 
Oxfordshire is a prog rammer by 
the name of Mailt Goodall who 
is deeply engrossed in the myst- 
ery of the Sphi nx. At I east he is at 
the moment, for Sphinx is the 
working title of a forthcoming 
Hewson Consultants graphic 
adventure. By the time of its 
re f ease — some six months 
away yet — its name will un- 
doubtedly have changed, the 
reasons for which, Mark 
explains: 

IX was originally set in Egypt 
— we started off with this idea of 
Egypt being a fruitful insptr 
ational area — but is now set in 
South America partly because 
Egypt has been done to death as 
far as mystery is concerned and 
with this game it's the mystery 
that we were looking for/ 

Another six months may 
seem like a long time, but Mark 
has already put hundreds of 
hours in r and what I was able to 
see was largely created as 



demo in his purpose built 
graphics designer/editor. This 
amazing piece of software 
underlines Mark's skills as a util- 
ities designer, something he has 
been doing in -house for Andrew 
Hewson for a while now. 
Sphinx, however, is his first ever 
game program. 

And rew Hewson : Th is project 
has been up in the air since 
Christmas when we kicked 
around a lot of ideas and grad- 
ually we pulled together what 
we were aiming for. Mark's writ- 
ten a tot of background soft- 
ware, there's been a great deal 
of talking, so once we get the 
idea righi we'll bn eihin to turn 
out several games m a 




quite quickly. This is the turning 
point now, where the actual 
format is worked out and we've 
got the utilities worked out and 
we've got everything worked 
out except the sound generator. 
The graphics are important 
because obviously it's the 
graphics that have to transfer 
the impact of the game to the 
player. 

What's happening now is that 
we're getting the storyline 
together. We've got somebody 
working on the script and he has 
a brief to write 10,000 words on 
it. He uses phases like 'literary 
induction' which we were very 
impressed with, It's a tremen- 
dous script. He also provided us 
with the idea to have a separate 
motivation for each of the char- 
acters so for instance the repor- 
ter is there to make money to 
finance his drinking! It's a multi- 
character game, something like 
Scooby Do the cartoon, where 
four people in some sense work 
together to finish the job. The 
individual characters are imp- 
ortant. The team consists of 
Daphne, the whimsical female 
who screams and runs away 
from everything. She's very slim 
and elegant so she can nip into 
tight corners and she is the one 
whose family is cursed and it is 
the curse that they are trying to 
release. Then there is Legless 
O Donne II, the drunken reporter 
who is fat, heavy and gets drunk. 
He's the strong one but if you let 
htm get drunk he becomes un- 
manageable, Trashmsn's done 
that and it's the same sort of 
philosophy. Spot is the dog and 
you can play his character too. 



He's the one used for frightening 
away the nasty bones that come 
and get you. Finally, there's the 
archaeologist who is an upright 
sort who can't do anything use- 
ful except that when he sees a 
hieroglyphic he goes up and 
reads it. 

Mark Goodall takes up the 
story as he shows me not only 
the animated characters and 
their 3-d<mensional environ- 
ment but also how the graphics 
editor works, scrolling pre- 
designed 'building blocks' 
through four selection windows, 
while a cursor allows him to 
drop them in the top display 
area wherever he chooses. 
'Obviously the characters can 
only do what comes most nat- 
ural to them, as with the dog he 
is terribly good at digging, and 
by kicking great piles of sand 
around it s possible to retrieve 
some important item like a chain 
or a bone — but he won't be abte 
to do anything with it. If it's a 
question of using a key in a lock, 
when that's needed you change 
control over to another char- 
acter. Similarly, you can use the 
reporter to lift heavy objects up, 
the archaeologist to read ins- 
criptions and so on. It's partly 
fun, partly mystery and partly 
just watching the graphics. 
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We've tried to introduce a 
horror element to the graphics. 
The way they've turned out they 
tend to be ultra-realistic so the 
actual design of the game gives 
the possibility of horror inherent 
within the idea of realism. So, if 
we can make s player believe 
that they are that character then 
if we have some horrible thing 
emerging from a wall or a 
mummy suddenly shooting out, 
getting hold of somebody and 
nppinej his arms off and throw- 
ing bus of body everywhere, 
then that is going to make more 
impact on the player/ 

Mark's relish at the thought of 
this kind of mayhem is mitigated 
somewhat by his obviously 
honest face, but Andrew hurries 
the subject on by telling me that 
the key phrase' to the game is 
littered plain', Each level in the 
game (there may be many) can 
in theory be virtually infinite in 
size. This would obviously make 
\\ unplayable, so Mark is aiming 
to have spacious open areas, 
and then claustrophobic spaces. 
Within the Egyptian /Aztec 
temple areas where the action 
will take plece r they have literal- 
ly littered the playing plain with 
buildings, walls, |ars, and other 
appropriate ly a rchaeological 
artifacts. Among them statues 
which, since they are construct- 
ed along identical lines to the 

Kaying characters, can be 
ought to life in an instant, 
using the same animation rout- 
ines as the main characters and 
therefore eating up no memory 
— a touch of Mark s "horror'. 

The system we're using is so 
flexible it's hopeful that we can 
proportion out these claustro- 
phobic parts and open out some 
locations and then close them 
down again, so if you were 
going down wells or holes we 
perhaps could get lots of 
contrast/ 

All of this is seen in 30 from a 
bifd s eye point of view, the 




Mark Goodall's graphics designer /editor system, here 
shows various units of predesigned wall (lower part of 
screen L wh+ch can be cursor-driven and placed in the 
scrolling display area at the top r thus allowing the 
building up of a vast littered plain'. 




Some of the graphics we may expect to see in the finished 
game, including the archaeologist's beautiful daughter 
Spot the dog a nd some usefuF jars that may eg nta in 
something nasty 



problems of which Mark is pres- 
ently coping with. 'The re s so 
many ways of approaching the 
problem. For example here 
we've got a forty-five degree 
angle as a perspective angle for 
these objects. Now it turns out 
that the implications of that are 
rather awkward and I'M have to 
change it to a twenty-two and a 
half degree angle of perspective 
and there are so many problems 
like this which need to be 
chewed over. 1 

As the cha racters move a bout P 
they pass behind objects and 
buildings, so all the moving 
graphics have to be masked cor- 
rectly to make it appear as 
though they really are passing 
behi nd someth ing f a nd the re a re 
quite a few moving characters, 
and on top of that fr the screen 
scrolls about all over the place. 
'It's actually quite difficult/ says 
Mark. We've finally solved the 
problems now but keeping the 
speed up is very difficult and 
requires some very peculiar bits 
of coding which I spent most of 
last week trying to sort out to 
make sure it is fast. Also you're 
moving quite a large area of the 
screen here as welL The actual 
area of the screens is very large 
and with all this it's obviously 
quite a challenge,' 

Writing any computer game 
with this complexity of graphics 
and character interaction is a 
challenge, but as one of the new 
generation of Hewson program- 
mers, Mark Goodall seems 
cheerful enough at the daunting 
prospect, and if, through the 
strains of work, he ever feels in 
need of some convivial drinking 
company, there's always Leg- 
less ODonnell . . . 

Hewson Consultants' Sphinx (or 
whatever it s finished title will 
be) should be available round 
May to June — more detail 
when we have it. 

ROGER (ON LOAN] KEAN 






gg BACK NUMBERS 



fill that CRASH Gap 



3 April B4 • J Mi ssi le Co mmand - ga mes • Livi ng Guide # S inclai r Ta Iks * Code Name Mat 



4 May 84 • The Quill utility # Graphics utilities # Microdrive • Pengo' games • Living Guide 



5 June 84 • New Generation # Jet Set Willy Map • Panic games • Alphacom printer 



JO November 84 •Battlefield Joystick — comparisons • Deus Ex Machine 



l&May85 



17 June 85 



IB July 1985 



19 August 19B5 



20 September 138S 



Issue 21 October 1985 



22 November 1985 



• Sports simulations roundup • Sinclair Story 2 • Firebird * Incentive • Light Magic graphics 
u 1 1 1 it y • m u sic uti tit ies * U nde fwu rid e Map 1 • 6 mce le* map * Sabre Wu If Ma p • E vervo ne s A 
Wally Map • Artist- Godfrey Powson 



• Denton Designs # Frankie • Spectrum surgery • Sinclair Story 3 • Knight Lore Map 1 • 
Underwurlde Map 2 • Tape to Microdrive • Leonardo graphics utility ft Date I sound sampler # 
Artist: Dav id Thorpe 

if^r? 7 !^^^^!^^ iUS*? ft ^ Artist Sob WakelinftSinclair TV#Tape Magazines#Leonardo utility" 
part twofCRAS HB ACK looks again at games in Issue B+Gyron map of Atrium •Moderns round- 
up • An d the cover th at had the Jehova's Jumping! 



WITHOUT PA GES t24, 125 and WITH: •CRL ProfileftPull out Oiiposter- Fighting 
Spectrum #Mirrorsoft Profile#lnside the Time* 2Q6B#Round Up of BASIC Compilers#On the 
Co ver Artist Rich Sh enfi eld»Maps o f Dynamite Dan and Shadow-fire 

• ALIEN 8 and DUN DARACH mAps«N?ctromcr Pencil Company ProliFetPart Two of BASiC 
Compilers Round -up* The 64 K Spectrum •Design Design Autopfofile, Part tftRod Cousens 
interview 



•Previews of Mars port, Astro clone. Elite and Scooby Doc •NODES OF YE SOD map 
• HoloqrauK profile — flow to make a Hologram *Cr as htionnaire analysis •Platinum 
Productions profile 

•Feature on small computer magazines — looking at the opposition#Microdrive tips and hints 
in the NICHE and part 2 of the fast storage f eature^Susan Howe is On The CoverftAn inside look 
at Fantasy Gamebooks^Early took* at Robot Messiah Tau Ceti and Zoids 



23 December 19S5 



•Visit to Melbourne House#Minson goes Sutfing^The Design Design autoprofile ends* 
Computer graphics feature — On The Cover is Dave Beeson horn Central TV •Scary cover and 
of Friday 13th* More previews, cornps and tips 



Issues 1,2 6 7 8.9,11.12,13.14,15 are now 



Back issues are going fast- better get your orders in quick It's 
probably worth telephoning if you want to order eariy issuer as 
we're getting short And if you missed Issue 19, we can now com- 

ee me gap in your collection with a trimmed down version, whkh 
a tasteful sticker added to the front cover announcing the fact! 



BACK NUMBERS SPECIAL OFFERS 

• Any three or four issues ordered at the same time— 40p off total 

• Five or mora issues ordered at the same Tim e — 20p off each item. 



•ALL BACK ISSUES NOW £1 .20 including P&P, 
ENVELOPE, STAMP, and loving care from Auntie 
Fran, Famous CRASH Back Issue Personage 
•Overseas orders: €2.00 per magazine 
(they cost a fortune to send) 

•Special Offer discounts still apply, so get in quick! 



Name. 



Address.. 



• I would like to order the foil owing issues: 



Please tick the bOK nejct to the issue numbers that you want: 
■ 13 ~14 H5 7110 □1BD17 DIB □« 020021 H22 D23 



Number of issues ordered 

Less discount if applicable 
Total cost £ 

1 enclose a Cheque or Postal Order for the TOTAL 



Post Code, 



DO MOT pay fri cash — cheques or postal order only please, made 
payable to CRASH MICRO, Please do n't include any mail order 
requests with general post for editorial, competition entries etc as it 
will almost certainly cause delays. Include your phone number, if 
possible so Aggie can sort out problems quickly. Send orders to the 
address below . Thank you . End of Public Service a n nou ncem ent . . . . 

BACK NUMBERS 
CRASH MAGAZINE, PO BOX 10 f LUDLOW 
SHROPSHIRE SY8 1DB 
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Imagine Software 1 1 984), 6 Central Street 
Manchester M2 5NS. Tel: 061-834 3939. Telex: 669977 



SPECTRUM 48K 

7-95 

SPECTRUM 48K 

iiuolr* leftmrt » MflaM* Wv 



Mikie plays a knockout frantic farce in the classroom, locker room SPTCTRjTOl 48K 
and £ha Soft school cafeteria. Hip-zap, door attack, tteowbaUs and 
pies„.but can you make him hand his love letter to his girl-friend? 



. 95 

MIKIE — He's Hie hottest cookie in school! spectrum 48k 

. _ . . _ r — C4 ^ rUfc ™-w-»^ sU>a\r-r^ 



Spectrum Shops and afl good etealen- 



Prevtously^flhbte Only -torn Commodore [)M. 
for the g^^^^^H Spencer and 

■Elite row combine- to bring vou the spectacular 



taction 



Q 



0 



Q 



Q 



1/ 




1! 



LL 



\ 



international 
Basketball Is from 
Andrew Spencer author 
of the Sensational Best- 
seller international 
Soccer. 

EVFry flngle Elite' WOOuCt carries trie 
unique Site' Hologrwfiie Slicker Make 
uri your roDv does In vow 
•antcc of qualm 

Order 

just fend a cneque or PQ payable to 
Elite or quote vour vi« number 




Btte 



Systems L 



Limited Ancfc 




AnchofRoad Aidridge 



-Joint Production M 

Telephone mm S5BS2 555622 5PETEL G M 




ARENA 

Following the recent death in 
combat pf the previous champion 
you have been selected to 
represent England in the Arena, 
the 21 st Century's warground. 
Have you the skill and application 
to pfove yourself a champion 9 





Available for: 4. 
COMMfeOREfr 

Spectrum 4sk 




Available from ail good software shops. 
In case of difficulty write to; 

LOTHLORIEN 

Liberty House, 222 Regent Street, London W1R 7DB 



NTLINE 



AUSTER- 
LITZ 

Producer: Lothlorien 

Retail price: £9,95 

Imagine a cold December morn- 
ing in 1807. Around 15G r Q00men 
are gathered on the field of 
battle before some of the most 
powerful leaders of Europe — 
and you have Austerlrti f Loth- 
lorien's successor to Waterloo in 
their solo Warmaster series. 

The packaging for Austertiti is 
the same 'video case' affair that 
graced their previous effort. 
Inside the beautiful case, there's 
rhe usual manual and cassette. I 
was given photostats of the 
manual pages, as the finished 
booklet has not yet gone to print. 
However, as with Waterloo, the 
finished instructions will be in a 
slim, glossy A5 size booklet. In 
fact, much of the layout and text 
has been lifted from the prev- 
ious game, as both use the same 
rules system. 

The manual provides all the 
details on the mechanics of play r 
historical notes to accompany 
the game itself and character 
sketches of Napoleon s Corps 
Commanders (a brilliant idea 
which unfortunately couldn't be 
incorporated in Waterloo) > All 
the instructions are clear and 
concise and within minutes of 
reading them you should be 
able to begin the game 

Auster/rtz has three levels of 
difficulty. The first is a training 
level to allow you to become 
accustomed to the game. If you 
are familiar with the system (as I 
was after playing Waterloo for 
ages) r this level fails to provide 
serious competition. However, 
do not underestimate the diffi- 
culty of other levels, The second 
is the standard game which 
takes some time to achieve a 
good result on r but the third 
alters some of the setup condi- 
tions pertaining to the efficiency 
of the Austro Russian forces 
{otherwise known as the com- 
puter), in order to create a very 
difficult situation for the French. 

Once the game level has been 




After last month's little mistakette 
(something to do with the way in which 
Leprechaun was spelt}, well keep the 
introduction brief. Over to you, Sean 
Masterson . . . 



Because of the I imitations of space and and time (this being- our 
Christmas sukide attempt), there will probably be the odd title 
released during the festive season which won't he reviewed until 
the new year. I could try and do one of those r pseudo J reviews based 
on unf in ished game* or versions for other machines but — well, that 
wouldn't do »t alK would fc 




selected, the battlefield is dis- 
played. This is approximately 
four times the size of the screen 
display and can be viewed by 
scrolling with the cursor keys 
(making use of a scrolling rout- 
ine that would grace many an 
arcade game, at that). The play- 
er's units (French) are displayed 
in blue whilst the Austro- 
Russiorts are shown in yellow. 
Terrain features are simply, but 
adequately defined and the onty 



new feature is the frozen lake — 
a nasty affair which should be 
avoided at all costs {unless you 
can force the enemy onto it). 

Many of the other details of 
the oame come directly from its 
predecessor; infantry and caval- 
ry actions only; terrain effects 
on movement; unit display and 
movement and combat proce- 
dure. Units are displayed as 
character blocks with crossed 
swords for cavalry and a rifle for 
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The onomy r s forces gather on the right o f the screen. A/e vnr 
mind the quantity though, what about the quality? 



infantry. Whether or not they are 
Commanders is also shown, as 
is the Corps they belong to. If 
desired, unit strength and 
morale may be shown [although 
Strength only is revealed for 
enemy units). Combat is auto- 
matic, given that one or more 
units have entered an enemy 
zone of control (one adjacent 
character block on any racing 
from an enemy unit). 

One of the interesting ideas 
employed in the game is the use 
of limited intelligence. This is to 
simulate the early mists that 
clung to the battlefield on that 
December morning and added 
so much confusion to the battle- 
field. After the first turn r only 
those units spotted by your 
advanced u n its o r those enco un - 
tered before combat, are revea- 
led. Otherwise, during the com- 
puter's turn, 'blank squares' 
may be seen to begin to move to 
simulate partial awareness of 
the Au st ro -Russian disposi- 
tions. Otherwise, you're in the 
dark. 

Game turns consist of giving 
orders to all your units and then 
entering them in one command, 
to the computer. Before entering 
your command sequence, 
moves for any unit may be 
changed at will French move- 
ment and combat sequences 
follow, after which the compu- 
ter's turn takes place using the 
same format. It's during your 
movement phase that various 
Corps commanders may offer 
alternative courses of action. 
Indeed it may be the case that 
they are more fully aware of the 
situation in that area than you, 
and to begin with, their advice is 
extremely useful. In more soph- 
isticated games, however, be 
sure to read the character sket- 
ches from the manual On one 
occasion, a commander who 
had been involved in very heavy 
fighting was down to his last five 
hundred men when he sugges- 
ted that rather than retreat to a 
nearby hill, as I had ordered, he 
could intercept a 6,000 man inf- 
antry unit. On checking the 
notes, they referred to him as 
'incapable of individual comm- 
and' but 'personally brave: 
wounded 34 times in combat'. 

The game iooks almost ident- 
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I to its predecessor and its 
aesthetic feature are deliberate- 
ly so. But as with all good war- 
games, the subtleties of the 
game are vastly differently^ 
terhtz piays well and makes an 
excellent addition to Waterloo, 
This rs another goodie. Get ft 
when you can. 



PRESENTATION 90% 

Up to the standard now 
expected of the 
Warmaster series 
RULES 87% 
The character sketches 
are an excellent addition 
to an already superb set 
of rules 

PAYABILITY 87% 

Very user friendly 
GRAPHICS 92% 

Uncluttered, appealing 
display 

AUTHENTICITY 90% 

An excellent simulation 
VALUE FOR MONEY 95% 
Hardly a byte of unused 
code 

OVERALL 93% 

Character sketches and 
limited intelligence make 
this better than Waterho. 
If Lothfonen keep going 
like this, my ratings will 
not beabletodothern 
justice 



THE EVIL 
CROWN 

Producer: Mind Games 
(Argus Press Software) 

Retail price: £9,99 

This one player game is all about 
running a Barony in feudal 
medieval England. It's an icon 
driven game which allows the 
modification of various factors 
surrounding the running of your 
estate. Apart from the now 
fashionable use of icons, the 
game employs some animated 
sequences {to depict battles and 
revolts) and a redesigned char- 
acter set adds atmosphere to the 
game. 

The main screen is split into 
two halves. On the left is an 
overhead view of the fields 
worked on by the peasantry. The 
cultivated areas are shown in 
blue, over the forest region. If 
the harvests are not too good, 
it's possible to select new areas 
for farming, using an arrow 
cursor. To the right of the screen 
are nine main icons which allow 
you to alter the tax rate, aJter the 
toll rate for passing traders; pay 
scutage to the king (to avoid 
having to send your militia into 
battle for him); modify the size 
of the militia; give food hand 
outs (if the peasants are particu- 
larly poor); spend money on 
tournaments; check your prog- 
ress; continue to the next stage 
of the game and quit. 




Cultivate (and is displa y*d on the left of tfw screw tvhite 
iji*me icons attain you to reach other parts 



AH of these icons are well 
defined and responsive to com- 
r mands. The idea is that from the 
f i rst y ea r ( 1 1 56), the estate has to 
be managed in yearly turns By 
maintaining the right balance of 
taxes and forces and proving 
yourself in the annual tourna- 
ments. The main strategy part of 
the game takes place in the first 
part of the game where the allo- 
cation of available resources is 
planned. The option to continue 
>s then selected. 

The first part of this section 
shows a repetitive sequence of 
animals wandering through the 
forest. The more creatures, the 
less efficient the use of labour 
and land. A go away' icon all- 
ows the scene to change to the 
tournament sequence. This is 
the only part of the game that 



requires physical dexterity. The 
player takes part in a joust and 
Ihe top half of the screen dis- 
piays the riders approaching 
each other. The bottom half has 
the jousting score on the left, 
and a view of the oncoming 
knight on the right. The cursor 
now becomes the point of a 
lance, itself made to move jerkily 
to simulate the effects of the 
galloping horee. By the time the 
two riders meet in the centre of 
the screen, the point of the fance 
must have been guided into a 
position that will result in a strike 
against the opponent. Enough 
successful passes and the tour- 
nament wi If be won This sect i o n 
is particularly difficult to master, 
however, so practice will be 
necessary. 
Whatever the outcome of the 



Available from W H Smith and air good software dealers 
or direct from Cases Computer Simulations Ltd-, 
14 Lang ton Way, London SE3 7TL. Tel: 01-858 0763. 

SPECTRUM 48K/+£9.95 inc. p & p. 
AMSTRAD 464/6128 £9.95 inc. p & p. 



From the Bestselling author of ARNHEM, R, T. Smith 

DESERT RATS 



I 




CRASH Christmas Special 1 985 181 




NTLINE 



tournament the next stage of 
the game deals with any battles 
and/or revolts by the peasantry 
that have to be resolved. Ann 
ther option, to pay the militia for 
their participation in these 
events, is provided. A simplified 
graphic sequence showing a 
couple of figures in combat is 
used to convey the result. The 
colour of the figures also reflects 
how large the battle is. Assum- 
ing you are not totally defeated 



Having said that, eventually 
the game mechanics become 
clear (before frustration with the 
game has mount too high} and 
enjoyment can be got from the 
different extremes of game type 
employed throughout the turn 
— from the rather exploratory 
nature of choosing new land for 
cultivation to the deadly 
sequence in the tournament 
section. The game could have 
been a lot better, however, had it I 



welcomed 
PAYABILITY 79% 

With or without a joystick, the 
game is responsive and 
adequately designed for the 
beginner 
GRAPHICS 80% 
Some clever touches, marred 
slightly by occasional flickering 
AUTHENTICITY 63% 
By no means a historical 
simulation but responds well to 
decisions rnodn during the 
game 

VALUE FOR MONEY 75% 

The game's structure hides a 
complexity that should lead to 
many hours' enjoyable play 
OVERALL 77% 
Not without its faults but a 
pleasantly different and thought 




:o Set f 





The d^adfy jous tiny s u ifuu nee v on? n ten c e.% . nfa tp. the window 
to the bottom right where Y° ur knee's position is 
cortfrotferi. 



provoking game 



at this point, the next screen 
shows the harvest result. The 
greater the harvest the more 
efficient the labour force and use 
of land, Random elements like 
the effects of weather are acc- 
ounted for by animated clouds 
covering the sun. If a II is well at 
this point, the game progresses 
to the next year. 

In some ways, the instructions 
to the game were misleading, 
saying that icons would be high- 
lighted when they were not, and 
they failed to explain the joust- 
ing display. Moreover, the act- 
ual quantities of money used in 
various aspects of the game 
were simply left as abstract units 
without any guidance as to what 
those units were actually cal- 
culated in. 
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explained the consequences of 
your actions. As it stands, you 
are left somewhat in the dark 
when it comes to deciding on a 
strategy for play. It you can 
handle the initial ambiguities, 
this could provide a stimulating 
and entertaining change from 
the conventional wargame. 

PRESENTATION 78% 

Good use of icons with the 
exception that they are not 
highlighted as they should be 
for extra clarrty 

RULES 70% 

Reasonable. Notes on the 
consequences of particular 



Lastly, t think we have the start 
of a Frontttne Forum here, if you 
have something you wish do 
discuss about this column or 
indeed Just have ideas you wish 
to air f reel free to write to me at 



Crash Towers. 
Happy Chrrstmas , 



Meanwhtfe, 



strategy would have been 
CRASH Christmas Special 1935 



Dear Sean,. 

I read your comments on the 
morality of wargaming with 
interest. Regarding your closing 
statement, when playing Thea- 
tre Europe on a friend's Comm- 
odore, our original strategy 
would be to use biological or 
nuclear weapons on enemy ci- 
ties. After a couple of games, 
however, we found that this 
would always be met with sim- 
ilar retaliation from the enemy 
and consequently, led to the 
destruction of our cities. Next, 



we tried using missiles on 
enemy units. The hope was that 
we could then win on the Str- 
ength of numbers, as the com- 
puter would always send miss- 
iles back against our cities. 

In the game, a city meant less 
to us than a unit consisting of 
only 1 r 000 men. Eventually, this 
war was ended in the same way 
as all the others— all out nuclear 
conflict. The only way we could 
come Close to winning was to 
play a non nuclear scenario, 
confined to a small area of West 
Germany, and involving relativ- 
ely little loss of life. CND have 
protested to PSS about the 
game but I agree that such 
games actually encourage 
pacifism. 

JPL — No address given 

interesting. The fact that the 
game you discuss is on another 
machine is, of course, irrelevant 
to the argument. However, 
white it's reassuring to find like 
minded people regarding this 
subject, no wargame is perfect. 
The apocalyptic outcome of a 
game like PSS's should not be 
regarded as inevitable — no 
matter how likely it may seem 
from the scenario. Modern war 
is far too complex for anything 
other than a superficial simula- 
tion on any home micro. As an 
example of a bizarre sounding 
&nd yet plausible modem war 
scenario, read the 'historical 
notes' from Game Designers 
Workshop r s Tw i I ig ht 2000. 

Dear Sir, 

Although I have a large number 
of wargames in my collection, I 
feel that they all lack options 
which others possess I have 
therefore made a list of options 
which I think should be included 
in a wargame. 

Every unit should have ammuni- 
tion and troop status and mec- 
hanised units should have fuel 
status which needs to be 
resupplied. 

Supplies should be delivered by 
air, land and sea. Supply con- 
voys should have little or no 
combat effectiveness. 
The capture of various objec- 
tives should have a direct effect 
on the enemy. For example, if an 
enemy fuel dump is captured, 
the captor should be able to take 
advantage of the situation. 
Units should have varying 
mobility, firepower and range 
limitations. 

When immobilised or damaged 
enemy units are over-run, they 
should be able to be repaired 
and utilised by the owning 
player. Players should be able to 
repair their own damaged units 
but not destroyed ones. 
Mine laying and clearing opt- 
ions should be available. 

I hope other micro wargamers 
write in untrl the programmers 
have a comprehensive list of the 
th i ngs we wou Id like to see i n the 
games. Perhaps this will encour- 
age the development of better 
wargames. 

Craig Rice, Colchester, Essex 

f had to cut several Of Craigs 
suggestions from the letter due 
to lack of space. Some of them 
would require extensive use of a 
RAM disit facility in the yet to 
appear Spectrum 1281 But what 
do the rest of you think? 
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A Da y Irv The Life Micrornega 59% £5.96 
i»*™tor Centiirv City 66% CI .99 73 23 
Action &ker MntKtrOAle 52^ CI .99 /*17 
Acrventureland Advenlure International 7 £9.35 F4-tu4 
Afghan Attack Southern Stfftwa re 6 £7 95 ftMfl 
AjrOefwicaCCSCe.SS^WT 
AjrwoK E-rlB 90% £6-95 75 28 
Alton Arw* Press EB 99 ^124 
Alien £ Uftimete. 96% C9.9S 15- T6 
Atphabeth A 'N F Software £5.75 Ffr 104 
ArnericBii FwtfaaM Aii^i^ Press /l % £9.99 tf. i 2 5 
Animated Strip Poker Knighlsoft 66% £ 6.95 15- 1 l & 
Antagonist The Addison-WosSey 6 £5-95 79^94 
AjTrhonArioiascitf 83%£10 95 FaT-71 

Artiel, Tha SqtTechnics £8.95 77-122 
AsnharonrVlirrorgoft9f5.95 JeM04 
Aftrwlono Howson Consultants GG-ft £7 95 22-146 
Auvtarlhz Loriilorien 93% £9.95 54-80 

I 9 * A 1 ™? 101 Ttm Saftw^ra Projects 46% £7.95 23T57 

Bab* -Lfc* Sii versoft £7 % P£^T6 

Back to School Microsphere 93% £5 952,3-10 

Battle for Midwiy PSS £9 95 126 

Battlacirt Games WoTkfihop 66% £7.95 TJ A7 

Beach Head II US Gold 74% £7.95 2* 13 

Beernridar Aaivision qq% £7-95 

§j« Bjfl Strikes Back Art fc 42 % £6.95 2MG 

Biz, Tha Virgin 93% £ri.95 

&locfcou*lerS Macsen 82% £7.95 tt-52 

Slue Max US GoW 79% £7,95 74-22 

Bodyswop Sinclair £7.95 1 

BooVwori* Genesis Productions £ 14 95 f 7-94 

Bomber Bob Fi rebir d 49% £2 99 2J 32 

Bo«d of tiie Rings Delta £5.95 r*-99 

Bounty Bob US Sold 85% €7 95 2 f -25 

erwri Bloodixe The Edoe B6% C7.95 M-1 16 

BrtttfeBStaresoh75% £7.95 74 32 

Broad Street Mand Games 81% £7 99 f 7 29 

Bruce Ue US Gold &T % £7.95 Tr>2S 

Buck Roger* US Goid 67% £7.95^3-124 

Bog £v« Icon 62% £5.95 ffr-128 

Sumy Blast Firebird 91% £595 ?J 20 

^W-Tr)* Loth Icman £9.99 W-124 

CSOrva Sco/pco 65% £1,99 77-1 19 

Car Cure SrmEron 75% £9 56 J6-22 

Cashno Royal OCP 62% £5.95 75-30 

Castle aiackalirCDS £6 95 7*95 

Cwthw and Clowna Macmittan £5.95 7G-104 

Cauldron Palaf;.e9l%£7.99 W-34 

Caasars Travels Mirrorsoft C7.9&J?7-93 

Chaos Games Workshop £7.95 J^12C 

□neHw s Qhocdate Factory Hill MacGibbon 63% C9.95 J5- 

Jo 

Chamittry Merit/Cloud 90% 7*104 
Oim*ff Mastenronhc42^ £1.99 75-12 
Chimera Firebird 71 % £3.95 24-40 
Chinese Patrenc* AiUntis 6S% £1 992*39 



- «'SJ: fl l JI £ N F S^ 3 ' * * T % £6.90 77- 1 2 
C*y D | Death, Toa Redsbifl f3-10i 
Clerky Unique 4914 E5.99 A7-3B 
CJuado Leisure Gemius 91 % £9.95Jt?-38 
Code Nama Mat II Domarte @ i % £a.95 ^ 2 
Commando £l ita 94% £7 .96 24 1 30 
r^mpoaarConitra5iSo^are£5.95 ^56 
^nfioairtial Radar Games £6 95 7$-$$ 
Confuzion Incentive 36% f S-96 W-34 
Conoect 4 Atlantis 72 % £1 .99 
^wotfiijdaieSottwefe25% £3, 50 2 J- 121 
Covenant, Tne PSS 83 % C6.95 ^ 
CriticaJ Ma** D^reH 90% £8.95 J J-24 
Cw» of *a Saven Pm Artie tf-10? 
Custard Kid, Ttn Fun "N Games 65% £4.99 2J-78 
Cylu Fir efo*rd 79% F12 50 /.9-14 

Oilay Thompson's Supartast Ocfran 76% £6.9522-21 

OamfcHjster* USGfiH 7fc% £7 95 JM4 

Day it tha SeasWa, A Softie* Systems £7.75 1&- 1 10 

jMjit th* Controls Artie F6/95 J5-100 

Dtatf^r ImarcefitOf- System 3 92% £7.95 fS-MB 

QMdl of GlanotiTV HaN, Tha Term inal £5.95 » 1 25 

Desarl Bumartreaiive Sparks 4B% D.99 20-16 

Designer** Pencil Acti vision £9 9g f^39 

Di*ra of Death Artie 31 % £6 96 23- 1 55 

Ckieaaa DodflertSrncisir/Macmiiran £7.95 r£-111 

Dogslspdy Bl^o Bvte 55% £2,95 23-£2 

Don t BuvTfaa Firebird 39% £2.50 /7-46 

Don t Panic Firebird 70% E2.&0 F#22 

DoomdarTt Ravanoa Beyond *"g 95 r5-9fl 

Dfa^toreHew»nConsullants92% £7.95 re-20 

^-""iTJ*" Fantasy 70% fS.OT f5-14 

Dykes of Hazard Elite 63% £6.9^ ?5-3£ 

Dtm OanKh Garaoyle 97% £9.96 tf-!G 

Dynamrxe Dan Mirrosoft 94% £5 95 7#26 

East Front CCS HUB r *lM 

Elrte Fireturd 92% H4.95 22-38 

Emerald ajlt Level 9 C9 95 13 

Endurance CRL 69% C7.962-#-14 

»«0 



Everyone a A Welly MFkro-Gan 93% £3.96 ?4ll8 
Ewl Cr own. The Mind Games 77% £9,99 24-181 
Facfl^gtrt The Ecfgo 95% £9,95 22-ZG 
Feteon P»trof H Virum 58% CS.95 ?7-14 
Fantastic Voyage 0«j ;cksMva78% £6.95 
Fafanhart 30W Softstonefil % £5.95 
Fight™ Warrior Melbou rne House 73% £9 95 22-14 
Farter* Kaaparm Mast&rtronic &5% £1.99 /J-124 
Fire On The Water A n ow E7. 95 14 1 00 
nrawortc Mu*k. Water Music Soflwaro Cottage £6.95 Iff- 

Flight Path Anirog 4% £5.96 75-31 
forbidden Fruit Tansoir. 73% f 5.&0 74 121 
Fourth Proiocol r The Hutchinson £1i,95 
Frarvk Bruno 's Boxing ElileB&%- £5 95 79 22 
Frankenstein I iXi 1 1 75% f'ti 95 Jff-24 
FranJtra Goes To Hollywood Oc*dn 94% £9 9ft 75-34 
French Ustenino Compr^hensjon Sorilee Systems D6.50 
. r i l V 1 1 

French Vocabulary Rose Software £6 95 j$-1Q4 
f un house Pacific: fh 9& W-10Q 
gp£Cap«Sbwigfn#nMartBch 7S% £7.952*42 
GnostDuatarv.AjCti vision 60% f^.99 ^-110 
□houlws IMS Software £7.96 7M02 
GHt from the Gods Ocean B4% £9.95 f3-54 
Gladiator Domarfc 77% £8.96 24-21 
Glass QuicksiM 92% £7.99 r*-36 
Go to Helf Triple SiJi ?r>% CS.99 70-45 
Grand NaKonal Elite 79% £6.95 ?fl-36 
Gnaat Firs of London. The Rabbit 7 1 % £3,99 22- 142 
Great Space Rate LeparHi 44% £14.95 tf-HB 
Gremlins Adventure Tniomationa I £9.95 77-fjQ 
Gyran Fretird 93% £9,96 W-16 
Herberts Dummy Run Mikiy Gen 90^ t'^ 95 /S-1 ifl 
Hacker Act^Visiofl 81% C9.992J-3B 
Hailey S Comet Eclipse £6.95 2 MS 
Havoc Dvna vision 59% £7.95 f5^127 
HeWrre-Vrt hn-urna House 72% £6.95 J+\3 
He tchopper Firebird 57% C2.50 W-11 
Hefm, Th* Firehrrd £9 95 ?frt16 

Hihgway Encounter Vortex 9S% £7.9620-132 
History toystarr Argus Press £7 95 ^112 
Hollow, Tha G^soft £5.50 15-95 
Hunchback H Ocean 85% £6. 96 
Hyoersports £magine 92% £7.96 19-25 
L Of the Mask E*ed jh: Dr<jamE 9?% £9.95 2J-49 
kKh Worics Stateaoft 76% £6.95 ?7-4fl 
IliusiratjoT. The Gilsoll £1fl.96 M 108 
knpoaaibli Misaksn US Gold 76% 17.95 22-Sfi 
rntenmedial4 Level F ranch Scisoft £6,952ff-B3 
ntemnediate Level Maths Scisoft f£-1 10 
IntamairanaF Karate System 3 68% EB 952*22 
Jack Charhon s Match Fi&hino Aijioaia 74% £6.95 75-48 
Jock in Cr wyland Tu rl le Softwe re P5.95 2r>82 

J ** k ™ ^! a i llJ . TlJrtle ^ >ftware C5 -9* '?-8fi 
Jet Set VVriTy II Software Project* fll % £6 96 IMS 
Jewels ol Babylon Interceptor £5 50 ?3 9fi 
Jonah Barrinpton s Soutsh New Generation 07% £7.95 

Journey s End hAmm Advenlur&r 23- 126 
Journey, The Temptation J3-1 CM 
JurowniUt CRL 73% £7.96 JS-1 19 
Jum^y Snake Blu«. Honky Took Snfrwar* Cotta 8 s £6.95 

Jungle Jornble Argus Press £7.95 73*103 
£«Y o* Hope G ames Woi^shop £7 95 77 103 
JWdfcwft tape ntagazme K .ddisoH a 992 T 92 
King Arthur » Quest Nil I MacGibbon £7.95 ?4 99 
Knockout Allegata 52% £6.95 f$-24 
Komple* Legend 72% £9.95 17-11 
Kon* ! Strikes Back Ocean 73% £6.95 I.J-130 
Lazy Jorwa Terminal 63^ £6,95 f* 12 
Laaming to Read Musk Rose Software Efi 95 JfrG2 
Learning with Leeper Software Projects £9.95 ?tf-l05 
Lacmaroo Creative Sparta £9.95 J7-M 
letasatEdrpiie £4.9^2 ; 21 
L^ntmagje Now GGnftraiiun £14.95 /6-53 
Lowmolion M;isit- nramc fll % £1.99 ^7-21 
London Adventure Fndavsoft £4,95 2M09 
Ludaids Bug Byte f2 ,9s » 168 
Macadam Bumper P^S D.952^ 
Msdkap Manor G-.lsofl f 5 50 22 1 23 
hrtaaic Macmillan £S 9522-30 
Mai ice Jn Wonderland Sentient C7.99 
H*™^ G&n G Q Vle Games 95% £9-96 22 12 
Match Day Ocean 8€% f7^& J3-50 
Maverkk CCS £5 96 /7-120 
fVlaze Cre*e PartyFinfi 2B% £6 95 22-34 
Metabolisfirvmrin Graphics B7% £6.9520-112 
Mighty Magu*Gu^ksilva Q3% £6.95 W-t4 
Minder Oh' tronics 75% £9.99 77- 13 
Mini Office Database £5,95 13-83 
Monopoly Leisure Genkjs 98% £9.95 
Monty ra Innoceot G reml in G r&ph ics 78% £6.95 74- 1 22 
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lylordon's Quest Volbourne House £6.95 f9-S2 
Mount Challenge Aasvi quelle 76% C6.96 Jfl-IJO 
Mr F s Alphabet Gimw Ebu ry Softwa re £9,96 14-112 
Musk ArnU3 Press £7.95 f 7-95 
Music Maker BeliFlDWBf Softwn £5.75 
Musk Master Sinclair £9-96 ftf-55 
Music Tvpewrrter Romantic Robot JrJ-GO 
Mutant Monty Artie 77% £6 Sb 14 14 
NATO Alert C.C.5. £6 95 7^142 
Nidi Faklo's Open Arcjua Press B3% £9:99 50- 11' 3 
Nicotine Nightmare Atlantic 76^ f2.39 7^37 
Nightshade Utti mate 91 % £939 3 1- 10 
Nodes of Yesod Odin 93% QM 19* 12 
NontenraqueOU* Mfrstertranic 77% £1,99 
Number Painter Sinclair £'4.95 
Nurtery Rhymes Softlce Systems £2 .50 21 -91 
On The Run Design Design 91% 05.90 £0-24 
One Man And HtsDroid MasSertromc 7fi% £1 .99 2J J 64 
One On One Ario laaoll 39% ES.iaB 2 7-39 
Orm and Cheep MacmiNan 42% £fl 9522- 24 
Panzadrorn* Ariolesoft 77% £7,95 24-13 
P*v*S Artie 78% £6 95 »37 
Pete 'n Barry Impact 50% £$-90 ?£30 
Picture Logic Add-on WesJey £22.75 f 9-1 02 
Pipeline CSM L id 76% £6.95 ^ 39 

Maw. Type and Transpose Hitton Computer Services £9.00 

Poker Ducksdft 63% J0-3B 

Popeye m ' rron.es 90% £6.95 20-72 

Postman PatsTrarJ Gam* Logman £5.95 73- 102 

Piofarielkwi Gremlin 78% CS.flfi rfl-lOB 

Project Future Micromania 90%. £6.95 14 44 

Prefect X The Mlcroman Compass £2 .9*3 .210-95 

Psychedelia Llamasoh t7 &0 fe-20 

Pud Pud Ocean 75% £6.95 

Quack Shot C realise Sparks 8G% £2.50 W-22 

Quad Trap Siylft Soft 40% H.95 77-22 

Ouann Tulla Sth Day £1 .99 22- 1 26 

Quest For Tne Holy Grail. The Maatertronic £l .99 

Raid Over Moscow US Gold 92% £7.95 f£1 14 

Rally Driver Hill Macojbbon 77% £9 95 7>21 

RA, The Hodder and S to Lighten £7J6 2M 1 0 

Rats. The I ■ ' ..-..jot and Sioughton 70% £7.96 2 M22 

Ratt ler Atlantis 53% £1.99 M 48 

Red Arrows Data base Software 52% £B.9520- 1 14 

Red Moon Laval 9 £6.9630-91 

s Den E loi-tr ic Dreams 7B% £7.96 22-1 47 
Of the Wood Odin 94% £9.95 2<M0 
laiehAlphubatim J2% £7.95 24-16 
Robot Rumpus AtWs 6 V%f 1.99 7<M7 
Hocco Gremlin Graphics 70% £6.95 
Rochfortt i Riot Monolith B4% £9.3h J' 7-24 
Rockman Masiertronic 69% f 1 .93 24-5 
Rocky Honor SJlOW. Hie CRL 79% fB.95 W 12 
Roland a Rut Rm Ocean 66% £7 .96 20-37 1 
RoHeT Coaster Ebon 94% £6.95 24-32 
Rofcy Polv Goes to Howl**! David Todd 62 % L'4 39 73-46 
Run for GokJ Mi It MwSbbon 71% £3,95 tf-10 
Wyiwitont Games Workshop C7 9& r/.iOO 
Rupert end the Tovmaker's Party Ouickailva 54% £7,99 
274* 

Saboteur Durfllr93% CMS 2*30 

Sega of Erfc the Vicing Mozaic £9 95 U 102 

SaIm«oomSilvBn3Dfl53% £6.95 J0-16 

Sam Saftey Argus Pnftsa £7.95 

Sem Stoat Gramlm Graphics 66% £6.95 J5-13 

Science Argus Press £5.95 79 1 04 

Screenplay MacMil Ian L9 .95 24-36 

Sea Battles Alisntls 60% £1.99 fS31 

Seas ol Blood Fighling Fantasy £9.95 24 1 64 

Secret CHatv of Adrian Mole Morak/Level 9 86% £3.95 

25-50 

Secret of St. Bride's Si , Br irte's f & 95 2 M OS 

See-Keh of Assieh Maater^ isiDn £3.99 14- VX* 

Serpent rton Hell Scorpio £1.99 16 1 1S 

Stwrrth Cavalry Black Kniflht 65% £3.5022^140 

Shedowfire Wuv-0iKlSfi% 95 f7-lB 

Shadow Of Hw Unicom M ikro-Gen £14.95 24- 164 

Shuttle Shorft Software Savers 62% £2 99 73 -11 

Ski Star 2flMHK:!iardShepoerd 75%E7 95 74-120 

fine#fleLon9men 75% 

SneWto Hopper Macmillan £5.9&2t>-&3 

Snow Queen, The Si. Brides 7 £t.b.a 23-122 

Software Star Addictive 64% £6.95 f 5-1 19 

ScHer System, n» Eyesore CJ .50 W-4fi 

Son of fc™rAJIiBata61%£5.95 tt 23 

SoftfeWTshedow &eyorid £9 95 23- 1 1 9 

Souls of Darkon Tasksel £7.952^-166 

Southern Bell* Hewson Consultants 84% £7.95 20- 15 

Spec* Seen MecMillan £5 95 W-49 

Space Shuttle Activis^on 78% C7-99 f J-126 

Speotune Xorsoft £9 95 ^GQ 

Spellbound Mostertronic 95% £2.9524-26 

SpUtwnwi Adventure Intetnatlonal C9 95 14-38 

Spike Firebrd 61% £1.99 23 31 

Spy Hunter US Gokl 89% €7 95 TfrlM 

Spy VB Spy Beyond 93% £9.95 rs-24 

St C^ppom Creative Sparks 77% £ 1 99 20-22 

Star Firebirds InsjgSt 73% £7.96 21-22 

Star Guer EclhOfi* £6.95 ?fr2l 
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Starion Melbourne House 94% £7.95 ^ia 

Starqueke Bubble Bus 90% £7.9522-10 

Statftphere Eclipse £6.96 f^4B 

Stay Kool Bug 6yie &9% E6.95 JMl 

Strontium Dog OnirJkailva 42% £6.95 f 3-1 32 

Sub Sunk Hrebird £2.50 

Subtarranean Stryfcer Insight 62% £6 95 ?4-24 

Sunflower dumber Show, The MecmllLan £5.95 2 J-91 

Super flrat Allan** 72% £1 99 2^40 

SuperChess3.5 Deup ThcHiorit B5% E9 95/M9 

Super Pipeline Z Tesbet 79% E7.96 ffi-1 14 

Super Sarn Budgie 42% 2 J -40 

SupergranTynesoH43% £9 95 75-40 

Superpower CCS £6.95 26 

System 150WAVS W17 

Swords and Sorcery PSS £9 95 24 -162 

Tales of the Arabian Nights Interceptor 55% 7*14 

Talisman Games Workshop £7.95 ;&^11& 

Teios Si Iversoft 60% f7-95 2f> \ 1 5 

Tangled Tale, A Pocket Money So It £099 2 M 09 

rapper US Gold B9% E7.95 17-2^ 

Tau Ceti CRL 9d% £9.95 23-B6 

Technician Ted Hewson Consultants 96% £5.95 13 16 

Tan Pack Autometa £8 0022 32 

Tern Force Firebird 40% £2 50 13-124 

Terrorrnolinos Moibournfi House £7.95 Cauldron 

Mikro-Gen £6.96 ^7-97 

Wirard'eiAJr Bubble Bus 94% f6 9fi '4-34 

World Series Baseball Imagine 9 1 % £6 95 Jff-38 

World SerisBaiOiet&a" Imagine 8?% €7.^S 23-K 

VWoiidwise P4udear War Ricniirdson Institute ££.00 fff-111 

Wriggler Romantic Robot 90% £5.95 f5-44 

Kawlor PSS7t%£5.95 f 3-4.fr 

Yacht Race Hill MacOibbon £9.95 ^5-112 

Zaxxon US Gold 58% £7.95 f 4 30 

2one 00 AWan*Dn45% £5.50 

Zoot Bug Byte 59% £2 .96 23-20 
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Airwott J4-60/61 
Alien ^125 
Alien &?0-62/63 
aackpackers' Guide r^-&4/165 
Bruce Lee 16 76 
D^omdnrk^ Revenge f4-90 
Don Darach 20 66 
Eh/namrteDan 
Everyona'saWaBy J&€Q.'81 
Gyron tewM 

KniohtLore 77-52/53 and 106 /1D7 
Nodes of Ye«d2J-80/«1 
Psymot 

SatreWuh 1 f£-7B/?9 
Shadowfira J9-62 
Sterquake24 l07/vn& 
Tachnk.^.. IkcI '■ 
TrrN* Nog M-*S/7 
Underwurlde Parti -74/75 
Underwuride Pad 7 7/-S6/&7 



ACTW1S40N Greo fischbach mtaTview 2f-30 
ADVENTURE INlY RN AT ION AL Scott Adams interview 75 
93 

, Dave 0 n The Cover — TV G n*ph ics ^3- 1 SB 
E (JUS Slev* Cro* interview Jfi^S 
ODIN [>evelopmenis in the Docklands 20-2 
Cousena, Rod Planning pur future ...210-104 
Craig, lan On The Cover artist 2 f 3b 
CRL From cavemen to Rocky Horrors 7*5- 
DEWTONDeskirrt A visii to Karley SBreet 17 30 
DESIGN DESIGN Pad One of the Auto-Profile 20 1 02 
DESIGN DESIGN Pa rt Two o1 the abovu 7 1 m 
DESIGN DESIGN Again Z?40 
DESIGN DESIGN Thy final Panic »i44 
DowtOO. Godfrey On. The Cover with Lever 9 art 76- 1 45 
FIREBIRD Th e oovs from Suiby 15> 106 
Frey, Oliver On The Covar our own ertrsi ^4-1fle 
GARGOYLE GAMES The Boys from Dudley Darach 2448 
GREMUN GRAPHICS A Gremlin in the works IB- 28 
CONSULTANTS In the chip fetittY T.?-fl? 
HEWS ON CONSULTANTS A new game . J4 -174 
Hughes, Stuart On Si Cover - over Ihe Edge 3tM M 





INCENTIVE Mined Out and Con fuzed 76-1 tO 
LEGEND The Stuff of Legend's 13*74 
Lund, Steiner On The Cover —eif brush magic 74-T2& 
MELBOURNE HOUSE . . - a worki lunch JJ-43 
MIKRO-GEN Of frh*rtnwed ROMS end Unicorns 2CM4 
" TRSOFT Looking behind the mirror 19-113 

I Out of the Shadows 16- 1 04 

PLATINUM PflOOUCTtOnlS G o ing Pial mu m J J- 124 
Rowe, Davkl On Tne Cover — duic*s»lviah *5-l28 
Howe, Susan On The Over — working small 22-153 
Shonfl«»d P Richard On The Cover - a multimedia man 

Sinclair, Sir CHve The Sinclair Story Pen I 75-SG 
Sinclair Sk CHve Pari Two, small compuiena 16-2$ 
Sinclair, Sir Clive Part Three, 1963 end on 17 &6 
Sinclair. Sir Clrva F^rl Four, The Tele visionaiy ^-60 
Smcia ir, Sir Clrve Part Frve, dectric vehicle* f 9-S0 

Singleton. PVMke lord ol Mkinighl t+M 4 

Tnorpe^ David On The Cover, loading, screen meaic 77- 1 29 

Sftivey, Chris The man behind THE HE 

WabeNn r Bob On The Cover — Ocean's Staff freelanc Ffr 
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Captain Slog 17.48pm 
"WILLY to bridge, beam me up Spotty" 

Whal is Out hftfO Up 1c now* 
Sunning hunseif on, tropical liJrtrid*, eBpLemng apace, cleaning 1he 
S«W#r£ and fiarr/jng ihe whole nigh" long 

Our Willy conhnuft* it* huiseaich. ol 1he mansion having distovarftcl 
many, many more rooms and hidd#ft recesses. 

JET SET WILLY wan probably the besl neJItmp garni nl Klfl4 imitated 
by many and eiteeM*d by none This le the aliicLal JuLktw -up And h** 
well in Biceps of 130 rooms (o «Jtplar«- 

FETSET WILLY WAS fUST THE START THIS COULD hE YOUR END 



FULL SCREEN COMMODORE 64 
SPECTRUM/SPECTRUM PLUS_ 
ALL MSX COMPUTERS . 



£8.95 
£6.95 
£1-95 



CBM 64 
BBC 










CBM 64 




CUM 


BBC 




E5.95 




Please add £1.00 lor all orders outside U.K. 

ACCESS CARD No.: .... 

NAME; 

ADDRESS: 




Tel 



Software Projects Ltd., Bear Brand Complex, Allerton Road r 
Wool ton r Liverpool L25 7SF 

Telephone: OS I 428 9393 (4 Lines) Telex: 627520 



VIC ZD & 16K 
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OA/ THE (CRASH) COVE" 



the magazine. w ith the 

We made an a PP° ,ntm *J^„L rv iew with 
(Mb*, and were grantedan J*"^ 
their master, who wo ks on a a 
with little botttes ' °« Luma ^ 1 H 
airbrush), right at the PJ™*™ ° Garfet 
Towers in the draughty Artreom 

ThWC JT^mSSS as a f reeian C e 
when Oh made his wing |dj 

illustrator - but nowadays ne , ent of [— * 

down what XUT^ pa« covers for MR^ 

a couple of full time k a$ m > IffwK • 

Sa^^Xugs-theHailofSlime «~ » ^ »,fitfS 

Christmas . hit ogos, «w M<?fc>" r*™^ r/ie /x*f- 

And lOtS Of fiddly D,IS ' J? + lanital an flrtfeflfc te«fl"»ff- 0 'i fc ;?j£S cferf fO rfie c 

STihrE^ newsfield's 

^RBRUS»M AESTR0 

COLONY 
VANISHED 





>mo tug favourite comics ahn 
*es once rewarded witftnSt 

me Attn: f/jey ivere fc 

wsnfecf become an artist and 
k Persuaded his parents to 
Mow htm to take a correspon- 

^ of three books wZfn by 

swear wtth 9n ass qnment 

^>ch had to be completed and 
sent off to be marked. 

By the time Ofi finished his A 
>evets, he had completed the 
coi/w and was keen to become 
i ™*£ aftw: Or a film producer 
n been ^king films 
mm an 8mm camera, with his 
omtngr Franco and sister 
Umtte as stars. Or an army 
Officer (military service is com- 
Misery m Switzerland). Or a 
diplomat 

The London Film School att- 
racted his attention, and durino 
a\isit to England he approached 
mem, explaining that he was 
teen to begin a career in films 
%tru been mak 'ng them at 
tome. They were interested but 
wondered whether his prefer- 
ence for action movies was Quite 
«W was needed — O/i had 
teen making films about the 
iwiss version of James Bond 



named James Tett r Bpproprmt- 
AaentnL^ anC ° Secret 

wsTJj*%**/2 Garland 
Ofivrr H^i h t° fbasic fining. 
2 Yf r beaded to carry on for a 

sZ% ,2 ,Z rs>x tm >nths. his first 

fianC^ amv and 
fjan c came to the fore — hi 

started at Berne Universir^ 
*v£fL y /lsb Life ™ture with 

r^cc " rtf- r a tearing sue- 

wh?£i l 8 c,nema seriously 
while) was at university instsJi 

long before f realised than ks 

r7nSrh^ r ° 3cbed *» Lo "d%n 
ted fn<? 0> ? 9am - 1 was adap- 
ted, and started a two v J»r 

ZTcalPJ^f tboss ^ 

London, Mr Frey had to support 



hoMfJ° SOme extent ' *> »* 
wo* -Z S °T e comic 
work. I wsn t to the War Picture 
L'brary, who stiff publish ZTr 

(rate a story so I could show 
them what f could do I was 
Sjven a script and told to Z 

iney liked the work, and f was 



c °™™Sstoned to do a whole 
b °°*- that took two month! 
working m a bedsit duriZ the 

whmh resulted in doteZ rf 

At the end of the Film course 
another period of compu^ 
army service in Switzerland 




followed, dunng which Oliver 
was given the chance to go to 
Officer School, and could have 
embarked on an army career. Vy 
now he had made up his mind 
Neither the Diplomatic Service 
nor the Armed Forces tempted 
hijn — he was thoroughly 
hooked on films. So when he 
finished his army service, tie 
returned to England to continue 
with his freelance illustration 
while he wrote a film script 

Returning to Bnglano ' Oft 
looked up a friend J™™ <™» 
School days — one Roger Kean 
— and together they came up 
with the notion of setting up an 
industrial film company m Swit- 
zerland. The film script came to 
nothing, and Messrs Keai nod 
Frey went to Switzerland with 
16mm camera and Passional 
sound eqwpment to make their 
fortune producing hirns tor 
companies. "Unfortunately Ive 
never been very good at sett- 
mo " Oti explained "and Roger, 
whle being more of a sajesrnan. 
was hampered by the fee/ rt-f 
he couldn 't speak German. I he 
him company gradually petered 
out, and Roger and Oliver re- 



turned to England. 

While he was in Switzerland, 
trying to sell the services of the 
Km company to SwfJbMt** 
ses OH continued to draw war 
Picture Library "lateral on a 
freelance basis R f^rning to 
England, he found an agen t rie 
specialised in comics, and a 
vS variety of freelance illus- 
tration work began to come Olis 
way. (Mr Kean disappears from 
the story for a tew years, scam- 
pering off into the distance and 
becoming a film editor with the 
BBC, finally going 
before being roped into me 
CRASH Editorship some years 

IPC comics sopn became a 
regular source of work for 01. 
He finally caught up 
childhood heroes: 
of years he took over from Don 
Lawrence and dr^ The Trigar, 

Empire for Look and Learn 
(before the novelty wore so thin 
that he had to stop or crack opt, 
as well as general feature illus- 
trations] then his interest in Dan 
Se came full circle. He found 
himself drawing the very same 
strips as the artists he had 



admired as a lad I 

Throughout the late seventies 
and early eighties Oliver estab- 
lished himself as a freelance 
comic artist - but other fields 
also opened up.^ Apart from reg- 
ular work for IPC and the nar 
Picture Library, Oli produced 
book covers for Souvenir Press, 
Video cnvers, and Must rations 
for children's books, including 
Oxford University Press. More 
than a few history books (and 
the odd horror story co ^'\% 
vonlhave been graced with OH s 

W °Otiver's work was reaching a 
large audience - but one piece 
of work in particular reached a 
massive circulation . . . Oli hau 
been seeking to diversify, and 
move gently *way from comic 
work. Having heard that there 
miQht be a vacancy for a story- 
board artist at Pmewood 
Studios, working on Superman, 
The Movie, he drove to the 
studios and met the Art Director, 
At the time, they were re-work- 
,00 the flying sequences, and 
while the Art Director was 
impressed with the frey port- 
folio he couldn't afford the time 



to teach him about the technic- 
alities of camera lenses and the 
t,ke needed for this particular 
very specialist vacancy. It was 

n °ihen, a week later, the Super- 
man A ri Director called Oti. They 
needed a 1930S style Superman 
comic for the title sequences 
Thus Oli found himself m an 
anteroom to the Directors 
ofhce, waiting for a couple ot 
hours white a landslide scene 
was argued about, and discus- 
sed endlessly. Suddenly, the 
Director realised that someone 
had been waiting for hours to 
see him, ushered Oti m expl 
ained what they wanted and 
asked for some pencil roughs ot 
a J930's street scene . 
"perhaps with a policeman 
swinging his nightstick . . * 
couple Of days later, Oliver 
returned with a pencil rough ot 
the strip and a comic cover inked 
in; "In the 30's. Superman was 
drawn in a very rough style, ne 
explained, "and I was worried 
that I might let myself down by 
cooving the rough appearance 
X^als.solinkedinthe 
cover and held my breath white I 
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A Don dare ipr** - 



handed the work over. " 

He needn't have worried. The 
Director was welt impressed 
and the rough of the cover was 

2*3? £ ? tn L e ****** along 
with the finished version of the 
Strip. 

the Oliver Frey story moves, 
with him, to Ludlow in 1982. in 
the late seventies Oliver had 
vtstted Ludlow several times — 
long enough to fall in tove with 

ihJ?^' H f ust s ° Opened 
that the rest of the Frey family 
were looking to move from the 
Home Counties, and in 1982 an 
exodus to Ludlow took place 
franco, who'd gained a degree 
in engineering since playing 
James Tell, and had been work- 
ing on a variety of high-tech 
engineering projects, got invol- 
ved with a German company 
which wanted to import Spec- 

t^L 50 *!*™ 3 ? fr B m ^9tend. 
t-ranco bought a Spectrum and 
was busify playresting games 
researching the mark%tfor his 
German contact, when he came 
up with the ,dea of starting a 
magazine — or at the very least 
a mail order service selling 
Spectrum Software. So it was alt 
his fault. 

„,£L Ju i Y 7 ^ 3 t"e first mail 
°"f*r advertisement for CRASH 
MICRO GAMES ACTION was 
placed m Personal Computer 
Games, and Oliver was embroi- 
led in producing illustrations for 
the catalogue . a s well as 
pub/tctty st/t/s. Mr Kean was 
™£*?_ and somehow, the 
whole thing grew into CRASH 
Magazine, and Newsfield Pubtt- 





cations . . . . The freelance work 
came to an end. 

Most of Oti's colour work for the 
magazines is executed using an 
atrbrush to paint in large areas 
of colour, and backgrounds 
wtth details being added with 



pen or brush. "I like the airbrush 
because it is simple, and is a 
very quick method of applying 
colour and adding effects It's a 
time saver. I remember one 
painting / did for Look and Uam 
m which the foremast of a ship is 
shrouded in mist. Aft t had to do 



was paint the mast and rigging 
m solid black and then airbru S % 

mist If I had attempted that part 
f^'nting using ordinary 
brushes tt coufdhave taken sev- 
eral days to achieve the effect I 
panted rather than a couple of 
flours. And time is of the ess- 

Oil's only been using en air- 

r^ Sh J°/. f,ve * s<x "ears 
though. Most of his comic work 

A«L c ™2r terf USiff 9 traditional 
brush and pen techniques, using 
acrylics. "It's easy to overpaint 
with acrylics, and you have to be 
more careful in the planning 
stage when you're using inks 
™? airbrush - ,Cs e%y m 
lose the depth of colour if you try 

Zi PUt £* on to P of another 
colour. Generally, I'll produce a 
pencil rough onto the board I'm 
working on, and then spray the 
background and large areas of 

JL mo A 0utre 3 *nite to con- 
22 i*9 tiVer J nat an airbrush 
would be useful - he remained 
convinced that far too much 
time would be spent masking off 
areas, applying a colour, remo 

™iL» * ma f kin 9 and then 
applying another mask for the 
next colour and so on which is 

£Ll!! SSt i si ? a X of irking 
wtth an airbrush. Finally, he was 
persuaded to get a Thayer and 



Chandler airbrush after he had 
fZt"/ er y GM'Ws effortless 
use of airbrush technology "f'm 

?£*S erv , 9° od at C °P'"9 with 

? hver Besses freely. 
<„ 'ZJ S wh L he can often be 
spotted prodding his airbrush 
fookmg puzzled; after it has 
c J°P9 ed U P - which it has a 
habit of doing every so often, 
despite the fact that he uses 
1^ ta t.?P n -? io 99'n9 American 

thLL i TheV Stran ? e things, 
these iuma inks," OTi explains, 
you re supposed to keep them 
in a cupboard, locked away from 
the ttght. And whenever I'm 
spraying an orange background 
everyone tends to leave the 
A*™™ - * smelts disgusting, 

wt- * 0f ?, eones bt *n sick " 
Which all goes to show what 
USts prepared to go through to 
produce his paintings! 

Given his background in 
comic strips in combination with 
his interest in films, it would 
seem logical for Oti to get invo- 
lved with animated movies - 
perhaps involving computers 
I ve never been templed to get 
involved wtth computer art — 
\™ n $ "Mftv very patient. I find 

Lf jfX ft e J?° U9fi co P'"9 with 
die airbrush, which f tike bec- 
ause of its simplicity, and / 
couldn t stt down in front of a 

28fKT*S3! iidd J* e ndtessly 
with the keyboard to produce 
the result I wanted. 
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THE HAY OF THE 




Become a master of this mysterious ancient art: progress from 
novice to Tenth Dan and test vour strength and discipline. You can 
control your character with either joystick or keyboard - 18 
different manoeuvres including blocks, flying kicks, leg sweeps, 
roundhouse and even somersaults! 

Challenge the computer, facing opponents of progressively 
greater skill, or c ompete with a friend . THE WAY OF THE EXPLODING 
FIST has it all - addictive competitive action, dazzling graphic 
animation and sound. The wait is over - you are about to face the 
challenge of a lifetime! "Spectacular, startlingly original epic, 
most televisual game I have encountered- 1 - Daily Mail. 
"Quite simply the best prog pern." - Popular Computing Weekly 





Li The Way of the 
Exploding Fist is 
virtually beyond 
criticism - 
technically brilliant 
and visually 
absorbing. JJ 

POPULAR COM PUT I N G WEEKLY 

LL Melbourne House's 
karate simulation explodes 
on to the Amstrad. This is a 
great arcade scoring game 
as well as wonderful family 
entertainment. 
In Way of the Exploding 
Fist, Melbourne House 
have scored a great hit, ) j 

AMT1X 

«As a sports simulation, 
this is one of the finest and 
most realistic we have 
seen. As an arcade game, 
it's addictive and pacy. It's 
clearly destined for the 
top. j j 



SINCLAIR USER 



U I can't tear myself away 
from this hit game, a karate 
contest called The Way of 
the Exploding Fist, jj 



DAILY EXPRESS 



((The graphics made my 
eyes pop out. Fantastic 
sound effects, state of the 
art animation and brilliant 
game play. One of those 
games that you can get out 
time and time again, jj 



2ZAP 



LL By far and away the best 
sports combat simulation 
available. Exploding Fist 
on the Spectrum is the best 
game, jj 



CRASH 



AVAILABLE FOR THE C64 ON DISK 
AT £14.95 AN D ON CASSETTE FOR 
AMSTRAD AND C64 AT £9.95, 
SPECTRUM £8.95. 



MELBOURNE HOUSE 



Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond. TW10 6TF, 

Trade enquiries call 01-940 6064 
Available from selected branches of (gXwHSMiTH f Jm^m wooum3tnn usm Rumbelows 

Spectrum Shops, and all good software dealers 




torn* w ■^jaSwT^^^ ' 



"W/ie/J /f copies to animation, 
there's so much work involved 
thlt I'm sure I couldnt put up 
with it I've looked at the 
process, and gave up the idea o f 

making cartoon films before 
starting. So much of the work is 
mechanical, tracing hundreds 
™d hundreds of ceh and inking 
them all in - i stmplywouldnt 
be able to apply myself to such a 



task Though if f had a team of 
animators at my disposal, to do 
all the finicky work .... 

It's not difficult to spot the 
influence Oil's background in 
comic strip illustration has had 
on the overall look of the mag- 
azines — bold images looming 
out of the pages are fairly typical 

comic illustrations work, picking 



on particular elements and 
emphasising them. "I became 
illustrator in the first place 
because I Hked comics, Ive 
always liked comics, he expl- 
ains "and this carries over into 

fairly firmly ingrained on his 
consciousness nowadays! 

"When you re working on a 
comic strip you tend to be illus- 
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trating stories provided for you 
by a writer — you work as a 
team. A good comic stnp author 
has to realise what is and isn 
possible visually, and it can get 
very tricky, working as an illust- 
rator when someone who 
hasn't such a strong sense of 
what is possible demands a very 
specific drawing. 

"By the time CRASH starter 
each illustration — which means 
he has to come up with it leases 
welt as paintings He's $fP° 
ducing pieces of work to sun a 
particular purpose, but he has 
more control over the whole 
process than he would have as a 
freelance- . . 

Nearly all his paintings have a 
theme set in the past or the 
future - including the pure 
fantasy illustrations. Where 
does the inspiration come from? 
<Tve never really l>ked the Here 
And Now - the Now doesnt 
really inspire me. I ve always 
ttked historical *t*' n 9 s -Af! £?Jf 
paintings are bigger than life. 
Tnainty because 
citing as it appears m P'^f;' 
escape into a picture when !m 
painting- When I'm realty 

S&9 I *°« £ S»E the 
really there, looking onto the 
action in the painting -other- 
wise it's difficult to see the thing 
7n my mind's eye. It can take a 
couple of hours for me to get 
away from a picture -when' 
finish! sometimes spend a hour 

fust sitting in front of the paint- 
ing, staring at it. I m in an alter 

nate reality, I suppose, ^work, 
the picture has to he- convincing 
to rue. which means I have to get 
really involved in what s happ- 
ening/' Which accounts for 
some of the rather strange facial 
expressions that sometimes rest 
Vn Oti's face when he's drawing 
a monster, or an action seq- 
uence ... he has been known to 
suffer from facial cramp as a 
result of some pictures! 

"I've always been a dreamer, 
a romantic if you tike, t-vers'nce 

the games I played as a child 
when I was The f*^£* 
Hero or The Brave Sheriff De**- 
inTwlth The Baddie, I've been 

able to get totally immersed in a 
fantasy world. I'm very feres- 
ted in history, and read a lot ot 
history books for relaxation, 
imagining I'm there. History is 
Street people, and j I enjoy 
illustrating scenes *'f'£* 
even though it involves quae a 
lot of reference work for accur 
3CV m some ways it s more 
pleasing to draw ftjtong* 
Scenes and 

encmg isn't a problem ,m that I 
make it all up, and it $ just a 
matter of producing a painting 
That has its own accuracy and 

direct a film, / ^PP ose : ir ?' 
mused. "Film is the uhimate 
fantasy-fulfilling 
closest you can get to film in a 
printed way is a comic strip, and 
there are a lot of common e e- 
mints. I'd still like to be the 
director, sitting above a massive 
battle sequence with thousands 
ol extras all re-enacting a scene 
from history. 1 would really be 
there, in control of the ultimate 
fantasy 



There's never been a better reason 
for looking forward to Winter ! 
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COMMODORE 64/128 
CASSETTE £9.95 
DISK £14.95 

Available Soon for 
Spectrum 48K 
& Amstrad 
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cttfi [uned thf 
Jtfolo In Summer 

Summer Games j| ™_ 
now it j on ro the Winter 
Games J And what an Incredi- 
ble setting - a completely realistic 
winter wonder l^ntf featuring i i x 
aajon-fMcfced events You can eorn- 
]H? teagaJmtyour frf ends w the computer. 

First choose the country you want to 
represent, Then it s practice trainrng and 
learning a wFnnfng strategy for each event 
Nowthe Opening Ceremony a nd the competi- 
tion tegJru. wTII you be the one who takes the 
gold at the Awards Ceremony? 

me quest for the gotd continues ...And it s all 
here - the strategy the challenge., the competition* 
the j#t a nd pageantry 0 f Winter Games I 
V? Of*" 1 *? EventSl Bobsled, Ski Jump. Figure 
S^tirig. Frw-Sryle Seating, Hot Oog Aerials Mid 
me Biathlon 

► Opening, Closing and Awards Ceremonies 
complete with National Anthems 

* Compete Against the Computer or ltour Friends and 

rwmw 

> nl q f L l e x^T5' ra C , k Comr °' ~ R**?»i"« -nm.nq *mJ Sk.ll 

* One to Eight Players 
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Elite System©>nchor House, Anchor Moad, Aldridge. Walsall, EnglaS 

Tei; (0922) 59165 "Consumer Hotlinfl 



